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FOREWORD 



In the "good old days" Instruction in health, physical educa- 
tion, and recreation was simply not conceived to be the task 
of our public schools. Each child had his choree to perfonn, 
choree involving strenuous physical activity. Recreation was 
largely a family affair and a child learned all he needed to 
know about health from the family' 3 ''doctor book' 1 . 

The growing complexity of modem society has brought these 
areas of instnxt ion under the purview of the school. As a 
result, where adequate programs of instruction are in being, 
the children of tho community are vastly hotter informed about 
their own physical being and how to care for it. They develop 
a i&’ich broader interest in recreational activities and develop 
more skills to a higher degree of perfection. 

This makes for a better person and a better citizen which is 
after all, the primary objective of any public school. 

i /.U .n. 

Our curriculum guide gives concrete evidence of the high 
quality program available to the children of Volusia County. 
When these guiding principles are put into practice by skilled 
and Jcnowledf, cable teachers, an outstanding program of instruct- 
ion will be the inevitable result, i 

j iri.ii-.:- >- 'x:<r. 

| John H. Smiley 

County Superintendent 





■■■'■ ■ " i - : preface ■; .. , v . ; . 

Not only does our guide give concrete evidence, of the high 
quality program available to the children and youth of Volusia 
Ccurrtyj it’ furnisher a set of working papers complete with 
perspective, purposes, aims and elaborate attention to describ- 
ing a great variety of activities. . -• 



This excellent guide encourages physical education teachers to ■ 
seijse each opportunity to weld the schools contribution to a 
physical development with other ochool efforts to secure the 
mental health and personal well being of every pupil. No area 
'of the schools responsibility providss a greater . rang* of 
activities which can support pupil choices and self direction. 

We recognise and appreciate the extensive effort required of our 
'• teafchere in produotim of this guide and comaend it to all of our 
physical education teachers for its effective use. 



Julian E. Markham 

* i; - v : i:y>: Director of Education .. 
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I. PHILOSOPHY OF PHYSICAL EDUCATIOK-FITMESS 

A. Purposes and Aims 

1. Build dynamic fitness for today and tomorrow through activities 
selected to increase strength, viger, and functional organic 
capacity, 

2. Develop physical ability and body coordination by providing a 
varied program of activities that demand the use of many 
different skills. 

3* Develop among boys and girls of today, meaningful and vitalized, 
recreational habits and interests that will carry over in parti- 
cipation of post school physical activities. 

4* Educate for behavior upon the principles of good sportsmanship, 
thus building toward good character and better citizenship. 

B. Place in the Curriculun 

1. Pfriystcal Education in the Elementary Schools is an integral 
part of the total school program. It is designed to give the 
child the opportunity through movement to learn about the 
wonders of hie body, the "world about liim TI as he participates 
in a variety of movement activities, the stimulation of creat- 
iveness, of making choices and decisions, of solving problems, 
and of exploration. 

2. Physical Education through proper motivation and a provision 
of meaningful experiences helps to promote healthful growth 
and development of the "whole child", physically* mentally, 
and socially. 

C. Basio or Guiding Principles For An Effective Program 

In planning an effective physical education program for the 

elementary school, the following guiding principles should 

be considered. 

1. Physical education is education taking place through 
interrelated p:irpoeeful actions. 

2. Physical education includes a sufficient amount of big 
muscle activity to acquire correct organic develojaent. 

3> ftiyeical education undertakes the introduction of basio 
skills for highly organised sports through the use of 
lead-up games and modified rules. 

4. Physical education is the development of recreational 
habits and interests that carry over into poet school 
hours through a varied program of activities* 



O 
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5» Riysical education should present activities in such a 
manner that they will be educational, and enjoyable. 

6. Physical education should be included daily in the school 
progran as it io an excellent tool in seeking release from 
everyday tensions, problems, and fatigue. 

7. Physical education contributes to mental development by 
giving careful consideration to activities -hat aid in 
the ability to reason, to exercise judgement, and to 
solve problems, 

8. Physical education should be planned ard presented in a 
manner that aids in the development of character and 
the social graces. 

9. Physical education should provide an insti’uctor as the 
model of inspiration thro’igh her or his active participa- 
tion in ali activities. 

10. Fhysical education should bo planned to meet the needs 
of each individual child and the competition offered 
should be within the framework of the child's world. 
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II. SUGGESTED PROGRAM OP ACTIVITIES 
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Scope and Sequence of Activities 
(Specific Activities For Ecch Age Group) 

1. Xinde garten 



Thie section, concerning the kindergarten child, has been 
included in the physical education guide to permit kinder- 
garten eachers, primary teachers, physical education teachers, 
and other educational personnel to become aware of the exper- 
iences and growth patterns of children and the continuity of 
their learning activities in early childhood. The growth and 
developmental characteristics of children in this period shows 
the need for many learning experiences in a variety of physical 
education activities and skills. ■' 



a. Active games to give the child proper development in 
large muscle activities. 



(1) Come Along (See page 24) 

(2) Charley Over The Water 

(3) Hit the Box (See page 24) 

b. Dramatised rhythms to develop the eensS of 
rhythms and Interpretations. 

(1) Hickory, Dickory, Dock 

! 2) Marjorie Daw 
3) Jack in the Box 



c. 




Singing games to develop a sense of 

(1) Mulberry Bush . ^ 

(2) Bluebird 

(3) Looby Loo 



responding to musxc 





d. Fundamental rhythms to develop locomotive movement 



(1) Walk 

(2) Ram 

(3) Skip 

' . • (4) Hop * /. • ;?. 

■' ) •- .<• ' 1 

e. Self-testing and stunts to develop strength, 
agility, vigor and body control 

.y-c.H.V .!, ‘ ■ l .f ' . 

(1) Duck Walk 

(2) The Ostrich •-» r - v : 

(3) Forward Roll f 



f. 



Classroom games to improve finger dexterity 
and am and leg coordination. 1 




Ten Little Fingers 
Choo Ghoo Train 
Rock-a-bye-Baby 
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2. Grade 1 

The areas of growth that are promoted by the physical 
education classes in the elementary school include co- 
ordination and power, socialization, conduct, and creative- 
ness. The activities used as a means to promote this growth 
fall into four major fields: games, self-testing activities, 

rhythmic activities, and special conditioning activities. 

a. G»8 and Contests 

. (1) Coordination and Power . In grade one emphasis is 
? . \r.\ , ; r ; . on developing ability to manage objects in games. 

Type 8 of activities include games of low organiza- 
tion such as chasing and dodging games. 

(a) Stoop Tag ? (See page 27) 

(b) Old Mother Witch(See page 25) 

(c) Sam Snitch (See page 26 ) 

(d) Call Ball (See page 24) 

(Je) Teacher Ball (See page 2?) 

(f) Target Toss (Seepage 27) 

: (2) Social! Ration and Conduct . Games and contests provide 

opportunities for learning in the areas of socializa- 
tion and conduct. The emphasis is in learning to 
follow rules, share turns, and have fun in games. It 
is at this grade level that children begin learning 
to care for game equipment. \. » ) 

S a) Mother Goose Party 
b) Halloween Party 
(c) Valentine Party 

(3) C reative ness. Games and contests provide opportunities 
in developing dramatic play and originality in imitative 
v, : 'v. games thereby promoting growth in the area of creative- 

ness. The activities would include dramatization of 
stories in movement, nursery rhymes, and follow-the- 
leader type games, rc * 

r 

(a) Did You Ever See A Lassie? ( See page 74) 

S b) Simon Says (See page 31) 

0 ) Find the Leader - ; - * ; (See page 32) 

. V'.V*'.'* \-.yi i.r\ * . ,vf 

(4) D esired Physical Outcome 8 . 

>J W •; { , *, 

i a) Muscular developaent . : 

1>) Endurance and agility ; : , 
o) Important basic skills 
}j Cardio— respiratory development . 

(o) Enjoyment ; <••.»•* y •/. hr,? i 

if) Sportsmanship 

(gj Ability, to follow directions ; 

(h) Proper use of equipment . < 

*■„ 1 '* j -:j\ f «7 V ‘ > 
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b. Self-Justing Activities 

(1) Coordination and Power . Self-testing activities 
provide excellent opportunity in promoting growth 
in the areas of coordination and power. There 
should be a strong emphasis in developing balance, 
ability in stunts, ability in handling objects, 
and ability in hanging, climbing, and jumping. 

Types of activities requiring equipment should 
include activities using mats, balance beam, stall 
bars, rings, jungle gym, climbing ropes, box, spring 
board, and jump ropes. Suggestions for activities 

'■ both with and without equipment Include: 

(a) Animal walks (See page 61) 

(1) Crab walk : 

(2; Rabbit walk 
(3) Chicken walk 

(b) On mat: two consecutive forward and backward rolls. 

(c ) On line or balance beam: walk forward and backward, 

and walk with object on head. 

(d) Bouncing a ball and rolling balls at a target. 

(e) From rings: ringing and sitting in rings. 

(/) From stall bars: hanging and side swinging. 

(g) From jungle gym: climbing. 

(h) From ropes: hanging and swinging. 

(i) From box: Two-foot take off} and stand and 
jump off. ■ 

(2) Socialization and Conduct . Stunts provide opportunities 
; > J for growth in the ability to wait for one's turn, in 

developing thoughtfulness for others, In learning to 
accept responsibility for the care of equipment, and in 
acquiring social concepts through imitative stunts. 

(3) Creativeness . Self-testing activities should provide 
opportunities to be creative,' Children should have 

the opportunity to make up simple stunts. Such creative 
J, - : v activities might include : 

! a) Ball bouncing { 

b) Rope jinping 
(o) Apparatus stunts . • 




l. 
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c. Rhythmic Activities ; 

(1) Coordination and Power , In order to promote co- 
ordination, experiences are provided in fundamental 
movements and in design using accent and tempo. 

The following types of activities are suggested. 

! ' ■ ' x ‘ ‘ ‘ • »' , . . :■ ■; j/. r :. . . 

(a) Fundamental locomotor movements: walk, run, 

skip, gallop, hop, and Jump. 

(b) Axial movements : bend and stretch, sway and 

swing, whirl and twist, rise and fall. 

(2) Soc ialization and Conduct . Rhythmic activities should 
provide opportunities for children to learn to dance 
with others providing growth in the area of socializa- 
tion, The following activities are suggested: 

(a) How Do You Do, My Partner? (See page 72 ) 

(b) Chines of Dunkirk l * (See page 75) 

(c) Shoemaker *8 Dance (See page 73) 

(3) Creativeness . Rhythmic activities should contribute 
to developing creative expression. 

(a) Rhythmic activities should include creative 
experiences in fundamental movement. The 
? i - activities might include all the locomotor 

and axiaJ. movements suggested undsr coordination 
and socialization, [. 



> r (b) . Creative experiences in ideas and mood should be 
/ v 1 *. ; included. The activities na&ht include: impersona- 

tions of animals and characters, and impersonations 
of the elements of r&ture, such as wind, rain and sun. 

(4) D esired Physical Outcomes : 

. v . . 

: (a) Beauty of movement 

i b) Body control * 

c) Ability to keep t.lme with music 
d) Good posture 
(e) Coordination . j ■ 

d. Special Conditloninr otiviti.es 

(l) Coordina tion and Rowr . Special conditioning activities 
should be included to give experiences in using large 
body movements in telling or illustrating a story. Also 
experiences should be provided emphasising sitting and 
standing properly. The following activities are suggested: 
<\I ft (t/i 

i a) Soldier Boy ( /> 

bj Horsey, Horsey { , 

0 ) Farm Animals ,y, 

(d) Tale of Peter Rabbit < ) 

(o) The Elephant's Child 



( 2 ) 
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The emphasis is in develop- 
ing an understanding of how other people like to see 
us stand and sit. The activities recomnended are the 
same as in coordination and power above. 

(3) Creatl w .ess. The emphasis should be in providing 
. experiences using large body movements to tell or 

". Lustrate an original story. 

(4) Desired Physical Outcomes . Acquisition of feeling 
of satisfaction from a comfortable, alert and bal- 
anced position should be obtained. 



3. Grade II 



a. GeoeB and Contests 

(1) Coordination and Power . There should be a strong 
emphasis in Grade 2 in developing accuracy in hand- 
ling objects and in developing the powsr to stop 
and start. Suggested activities are: 




Target Toss ' 

Beat the Bunny 
Circle Stride Ball 
Teacher Ball ’ 

Gray Owl 
Pox and Geese 
Gardner and Scamp 
Stone o; 1 > v. - > 



(See page 27 ) 
(See page 28) 
(See page 31 ) 
(See page 27) 
(Sea page 28) 

! See page 30 ) 
See page 28) 
Sec page 29) 



(2) ' 8nt»-ij>n*a tidP and Conduct . The major emphasis of 
games and contests involve learning how to avoid 
being"It!i A31 forma of "You Can f t Catch Me" games 
are used. Suggested activities Include: 



is! 

is! 



Cat and Rat 
Sl&p Jack ' 
Hill Dill 
Midnight 



i See page 31 ) 
See page 33 ) 
See page 32 ) 
See page 32 ) 



( 3 ) 



Creatlveneas. In order to grow in creativeneas, 
games should be used Which develop dramatic play. 
Children should be encouraged to make up new games 
ahd create homemade target*, games,' equipment and 
rules. Suggested actives* are: N 
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( 4 ) < 



WO • «.v, .r, 

a) Rm Rabbits Ron 

b) Gardner and Scamp 
or ! Huntaman i t 

d ) Marbles 

e) Suitlon Darts ” 

f) Bean Bag Toss 



|See page 29) 
i,Seis page 28) 
-See page 29) 



D*£ir*d physical Outcomes: 

(a) Muscular development 

(b) Endurance t V~ i L? . 
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(c) Agility 

(d) Importance of skill c 

(e) Cardiorespiratory development 

(f) Good sportsmanship / 

(g) Ability to understand and follow directions 

(h) Safety * r , ^ . : 

(i) Proper use of equipment 

b. Self -testing activities 

, . • i ; - . :/ j ^ i- \ : •. . , 

(1) Coordination and power . In grade 2, self-testing 
activities are excellent ppportunities for further 
development in balance; in handling objects; and 
ability in hanging, climbing, junping and stunt e. 
Suggested units included: 

(a) On mat, two consecutive forward \ backward rolls, 

, lb) Without equipment, animal walks (see page 
ic) From stall bars, hanging and side swinging. 

(d) On lines and balance beams, walk forward and 
; : backward, and walk with object on head. 

i e) From rings, swinging and sitting in rings, 
f) From jungle gyms, climbing, 
g) Fran rope Si hanging and swinging. 

(^) Socialisation and Conduct . There should be experiences 
r helping children learn to care for self-testing equip- 

*,• ’ ^ ©ent and to work together to carry out a group project. 
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(3) Creatlveuess . Self -testing activities provide an 
; excellent opportunity for growing in creativeness. 

, Inventing stunts and similar activities are recocmended. 

(O Desired Physical Outcomes 

Relaxation - r • :1 

Strength j. » «. . ; 

Endurance £ ' ) 

Skills 

Good posture » vji > ' ’■ 

Flexibility . Hi . .• 

. r j iS'O ' '* 

Rhythmic Activities ■■■■£ - ) 

; ' n .? «V,.f , 5 .. ; ... 

(1) Gnordi nation and Power . Rhythmic activities can 
contribute to growth in coordination and power by 
emphasising fundamental movements using accent, tempo, 
and phrasing. A few suggested units are: 




1*1 - 



ft 

ft 

(•) 



locomotor— walk, run, skip, gallop, hop, and jump. 
Axial— bend and strstch, sway and swing, whirl and 
twist, rise and fall. 

Applying tempo and accent, to pny of the above. 
Experiences in design using phasing in ball bouncing. 
Folk dance e;such as Danish Dance of Greeting. 

(See page f .t, 

,v ‘ *15 
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(2) SocxalisalAoo and Conduct* The emphasis is on learning 
to dance lfith others. Traditional group dances could 
be used, ■' — * 



(a) Chimos of Dunkirk (See page 73) 

; (b) A-hunting We Will Go (See page 75) 

(c) How Do You Do, My Partner (See page 70) 



(3) Cpeativencss. Rhythmic activities are good opport- 
' unities to develop creative expression, In addition 
to the activities listed under coordination and power, 
the following are suggested, ' 




(a) Impersonation of characters, animals, toys, 
elements of nature 

(b) Did You Ever See A Lassie? (See page 74) 

(c) Ixx)by loo (See page 72) 

(d) Shoemaker^ Dar.ce ’ : (See page 71) 



(4) Desired Jtiysic&l Out cores 



(a) 



(c) 

(d) 

(e) 



Beauty of movement 
Body control ‘ ' v ' ‘ ' r 
Ability to keep time vdth the music 
Good po sturd ; •; s ‘ 5 

Coordination : 



d. Special Conditlon:Lng Activities ‘ J V 

v . x •- 

(1) Cooi^dinat ion and Rower * Special conditioning activities 
4 should be included to give experiences in using large 

*. b6dy movements, in telling or illustrating a story, and 

lemming how to grow tall, ’ ; 

(a) Activities for dramatizing stories in movement: 
wind, leaves, mow, rain, and at the beach. 

(b) Activities for learning how to grow tails good 
posture* balance stunts* 

(2) Socialization and Conduct * Activities should include 

experience in using large body movements in telling or 
illustrating a story, and in dramatizing growing themes 
in movement* , ' 4 i- 

(3) Creatiyeness , Activities should include stores encourag- 
ing originality of movement and emphasize experience in 
using large body woveaknts to tell or illustrate a story, 

, (4) Desired Phyfl^ al_Outcoc»s* A feeling of satisfaction 

„ /./ gairidd from a ocmfortable, alert and balanced position 
; ^ ^ bhoiild be obtained* 

,. P .T i *J tM’./'U.-s.: iK- , i -~: . .X/ . 
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4 . Grade III 

a. Games and Contests 



ERIC 



1 . Coordination and Power. In Grade 3 * a simple progress is made 
to athletic events. Quick responses, strategy, daring, speed, 
: j and accuracy in throwing and catching are learned. Suggested 



activities are: 




a. 


Sack relay 


(See page 38) 


b. 


Duck, Duck, Goose 


(See page 39) 


c. 


Three Deep 


, (See page 38) 


d. 


Hook-On 


(See page 37) 


6. 


Bean Bag Target T033 


.(See page 42) 


f. 


Bowling 


(Seo page 39) 




Soccer Dribble Relays 


(See page 38 ) 



2 . Socialization and Conduct . Emphasis should be on development 
of cooperative play. Introduction should be made of the import- 
ance of respect for the opinion of others in group game6. Suggested 
units might include partner games aiA games of other lands. 

a. Partner Tag (See page 38 ) : 

b. Buddy Spud ;u (See page 35) 

c. Japanese Tag (See page 37) 

d. Flying Dutchman (See page 36) 

3 . Creativeness . Dnphasia should be placed on small group games 
and the variations derived from inventiveness. Development of 
dramatic play is important for this ago group. 

Develop new games by varying the rules of previously learned 
games such as the ones listed voider coordination and power. 
Charades (See page 36) 

Bird, Beast or Fish (See page 34) 

4. Pftftl Tgfl . fl gqtefrlr QtttCMM ' ; . 

a. Balance development 
Jr b* Muscular development 
. . j c. Endurance and agility 

d. Cardiorespiratory development 

e. Enjoyment 

f. Sportsmanship 

g. Proper use of equipment 

. h. Safety V \ . (sCT; . . / 

b. Self-Testing Activities 

1. Coordination and Power. Emphasis should be on balance, develop- 
ment of ability in stunts, ability to handle objects, eye-hind 
coordination, progression in sample athletic events. 

a. Human Ball 

b. Rocking Horse 

c . Inch Worm 





n 



d. Chine so Get Up 

e. Wheelbarrow 

f. Tandem 

E* Obstacle and Challenge Course (See page 

h. Sit-ups 

i. Push-ups 
j* Pull-ups 

k. K.oee bends 

l. Kay Back 

2* Socialisation v \nd Conduct . Emphasis is on learning how to test 
for strength and skill- Stunt-8 listed under coordination could 
be used for Stunt Shows. 

3- Creativeness. Emphasis is on originality by developing new stunts 
through variation of actions used in previously learned stunts. 

4. Desired Physiol 

a. Relaxation 

b. Strength v ■ - - 

c. Endurance ■; 1 ;-c ■ — .. ; 

d. Developmental skills . 

e. Good posture 

f. Flexibility Uvj I : -* i,.; . • ; 

c. Rhythmic Activities 

1* Coordination and Fb^r . Emphasis should be on studies in meter, 
note values, phrasing and fundamental movements. Studies in 
phrasing include activities in axial, and locomotor movement with 
particular use of swings and sways. Locomotor movement is recommend- 
ed for studies in note valtws. 

a. Iocoowtor— Walk, run, skip, gallop, hop and jimp, 
b* Axial— bend and stretch, sway and swing, whirl and 
^ "v. twist, rise and fall. .* > -i 
o. Quarter note— walk. 

d. Half -note— step-bend, bend 

e. Whole note— step and point three tinges. 

2. find CrrtiMrt Rhythmic activities are excellent 

opportunities in providing experience in rhythmic patterns of 
other £sbples and In p&rtfter dances. « i ■ 

a. Indian rhythm « include the following dance steps: step 

‘ ''drag close, shuffle, backtrot, toe flat, heel toe, stop 
hop, hop. ^ a • •* V. 

. b. Indian Braves 

o. Indian style - f - ■* ' J 

d. Broom dance ^ 

e. Jolly is the Wilier r ‘ * : 

f. Bleking . ! : in 




•*.18 
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3. C reativeness . Experiences in phrasing* mater, and note value; 
and in ideas and moods should be included. For studies in meter 
and note* see coordination and power under rhythmic activities, 

a. Did you Ever See a Lacsie? 

b. Looby Loo 

c. Shoemaker 1 s Dance 

4- Desired Physical Outcomes 

a. Beauty of movement 

b. Boc'y control » ' 

c . Ability to keep time to music 

d. Good posture and coordination 

e . Music appreciation 

T ' v*:-*' v-/-:'. ' '/ : i '\t. 

d. Special Conditioning Activities 



1. Coordination and Power . liaphaois is on exercising* running 
drilling and simple standards of good posture. 

! a) Posture Test 

b) Practice good posture in walking, 
standing , sitting and running. 

2. Socialization and Conduct . Emphasis is on the 
ability to recognize good posture in others# 

Activities might include: 



(a) Taking turns recognizing good posture 

(b) Posture improvement in others 




3. 



4. 



Creatlveneaa , Snphaais is on large body movements 
usir* transportation themes and mechanics and industry 
themes. Originality should be stressed. 

tV~.; r C * .;//?',*• ; a I >: - -tt-t .y*-;/, , 

Desired Physical Outcomes . A feeling of satisfaction 
gained from a comfortable, alert and balanced position 
should be obtained. . . 



5. GRADE IV 



a« Gomes and Contests • ; .:/// 

1. Coordination and Power . In Grade U, the skills learned 
in the third grade ax's used for limited competitive 
* ». -activities. The emphasis ie on developing power and 

control of force In handling objects. The child begins 
to use a sense of strategy in hie play. , 

i j.v • 

Hot Potato 
Balloon Ball 
Beat Ball 
Long Jimp Rope 
Long Base 
Newcomb 




2. Social^ nation and Conduct » Leadership qualities begin to 
develop and the student can assume more responsibility. 

3* Creativeness . The fourth grader becomes interested in why 
a game is played as it is. The study and analysis of rules, 
techniques, equipsnent and strategy of a game is helpful, 

4. Desired Physical Outcomes, 



a. Cardio-rospiratory endurance 

b. Mr.smil&r agility - 

c. Improvement of basic skills and mining speed 

; d. Safety - ’ • 1. ' 

e. Learning sports skills 

f. Recreational carry-over * 

g. Leadership and sportsmanship ' 

h. Game appreciation 

i. Growth of team spirit 
-J. Self-discipline 



b. Self-Testing Activities 

1. Coordination and Power . The emphasis is on practice in 

development of balance and agility In stunts, and activities 
involving hanging, climbing, and jumping. 



a. Forward roll 

b. Backward roll 

' • • c. Cartwheel * : : ; 

■ • d. Head -stand 

e. Log roll 

f. ‘ Back spring 

1 g. Obstacle and challenge course 

1 ; h. ' Sit-ups ' : f • ' 4 ^ ' 

. i. Push-ups 

r r: '‘ v j. Knee bends ; J * : : ' i: - ‘V • : J . . r . 

!. • ‘X, % \h i; ?•/ , •/ ‘ < ; ,, •- 

2, foci Au ction and Conduct . The child must learn to reupect 
V/ > the opinion and Judgment of others. To learn the role of the 

' ' official and to taka part in handling a game does much to 

create the image of fair play and sportsmanship. 



3* Creative ness . Some children are interested In studying and 
analysing rules and techniques of games. Encourage the child 
to think of varied uses of techniques and modified rules. 




bwali^d flflBlflil Outcomes. :■ ' 

U-; /V;i*- V i V :? V ' t ‘ 

a. Hueoul&r strength * ' ' ' •* 

b. Coordination . J :■ • . : i :• ; < ; . 

0 . Muacular endurance 

d. Skill n ' ■- • * 

a. Good poature and body mechanics - ' 

f. Relaxation v " 

g. Flexibility i 

h. Self -confidence and courage < •••■-• 

1. Sfttief action - 1 <’■- -y> r- r ■ 

J. Safety •. i\ 

k. Understand purpose oftoaraups ' 

l. Uae and oare of e#d£caent 



i , > 
■ % 
\ : : 

^ ) 
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14 ...... 

c, Rhythmic Activities 

1. Coordination and Power , Emphasis is in developing ability 
- in vigorous stunt-like movement patterns (especially boys) 

in mere difficult dance steps. Also included is a study in 
meter, note values and phrasing, 

a, <Jo3.1y is the Miller 

b. A-Hx-nting We Kill Go 

2. S ocialization and Conduct . The child should have experiences 
in group dancing, in dancing with partners, and in traditional 
old and social dancing. Activities aro listed under coordina - 
tion and power, r 

3. Creativenes s, Interest is shown in irr venting rhythmic stunt- 
like movements, dances with challenging steps, and the use of 
creative accompaniment. 

4 . D esired Physica l Outcomes 

a. Beauty of movement 

b. Body control j; 

d. Special Conditioning Activities 

1. Coordination and Power , Emphasis is on fundamental exercises 
in running drills, posture development, and general body tone. 
Activities are the same as Self-testing. , 

2. Socialization and Conduct . The child should learn the proper 
way to lead exercises and to help others with faulty posture. 

Creativeness . The student can learn to invent mimetic exercises, 
and to manipulate a posture manikin to ehow ijood or bad posture. 

Desired Physical Outcomes . A feeling of satisfaction obtained 
from a comfortable, alert and balanced position should be 
obtained. - U: L ■/■•?.*? - . * ... 

6. GRADES V* VI mh ' < '■ 

. a. Game a and Contests ‘ : - r. - 



O 

ERJC 



1. Coordination and Power . Tha akilla and strengths developed 
in the lower grades beocoe increasingly important in the 
upper elementary grades as mors highly organised and competitive 
activities are presented. 

(a) Hopscotch 

fb) Bowling •.* ,< i." : r ' 

ic) Buddy Spud 

id i Captain Ball r . 

is) Goal Soccer . ,y, 

(f ) Bounce Ball . j 

(g) Giant Volleyball 

(h) Modified Girls 1 B^ketball , 



3 . 

4 . 



(i) Modified Boys’ Basketball 
(J) Kickball 
(k) Meyer Ball 

2. Socialisation and Conduct . The child continues the practice 
of respecting judgments and opinions of others by learning 

to uapire and roferee games and contests, by running a tourna- 
ment, and by planning games for social recreation. 

3. Creatlveness . The child is encouraged to initiate new activities 
or modify old ones. Children can help in the selection of events 
for a program or field day. 

(a) Cardio-re spiratory endurance 
(b' Muscular agility 

(c) improvement of basic skills and running speed 

(d) Learning sports skills 

(e) Safety and recroational carry-over 

(f) Sportsmanship 

(g) Game appreciation ■ 

r ; . (h) Enjoyment of competition 

(i) Proper care and use of equipment 

b. Self-Testing Activities 

1. Crtordf nat.- lo n and Power . Raphaels ie on development of balance, 
agility iu stunts, hanging, climbing, juuping and athletic events. 

(a) Heel Click 

(b; Indian Wrestle > ; 

(c) Hand, Knee, Shoulder Balance 

(d) Angel Stand 

S e) Stomach Balance 
f) Ha.id Spring 
g) Knee Spring 

! h) Neck and Shoulder Stand 

i) Kip > - 

j) Pyramids 

k) Obstacle and Challenge Course 

1) Knee Bends 
a) Push-ups 
n) Sit-ups 
O j Pull-Up 8 
(p) Way Back 

2 , SaalallMl teft ^ Condu ct. Emphasis is on assuring 
responsibilities: 

(a) Exercise leader 

','V (w Captain ■ ,. x • _ ■ •' ' ■ 

( 0 ) Equipment manager 

3. Creatlveness . Raphaels is in selecting events, planning 
program, promoting publicity for program or field day 
should be stressed. 
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4* Desired Physical Outcomes , : 

(a) . Strength and coordination 

(b) Endurance 

( 9 ) Skill . / , - ■ •; : 

(d) Good posture and body mechanics 

(e) Enjoyiaent 

(f) Self-confidence ; 

! ‘. t (g) Satisfaction in accomplishment 

( i) Use and care of equipment . 

c. Rhythmic Activities - j; , 

1. Coordination tm<\ Power . For ooye the emphasis is on vigorous 
athletic and stunt -like rhythms and dances showing prowess in 
skilly For girls the emphasis ie the same plus light and lyrical 
movements and marching: to simple commands, 

2. Socialization and Conduct . Experiences should be provided in 
group and paitner dances, using dances with frequent changes 
of partners. Both social and folk dances should be utilized. 

3. Creativeness . Bnphasie lies in inventing simple pattern dances 
and creating dances for special occasions. 

, 4* Dealyed Physical outcomes 

(a) Beauty of movement 

(b) Body control 

S c) Keeping time to music 
d) Coordination ;« - - 

(e) Self-expression 

(f) Poise . ; ■ ' - 

d. Special Conditioning Activities ’ 

1. Coordination and Power . Emphasis is on fundamental exercises 
and how to improve posture. Activities are the same as those 
for self-testing* . / v . : 

2. Socialisation and Conduct , Emphasis is on leading mimetic 
exercises, understanding social values of posture, and vork- 
ing for class :Lmprovement of posture. 

3* Creatlveness . Bnphasi** is on selecting or inventing exorcises 
for drills, and learning to nelect proper exercises for improving 
posture. 

4. Desired Physical Outcomes . A feeling of satisfaction obtained 
from a comfortable, alert, and balanced positions should be 
obtained. ■ * 




a i'- 
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III. METHODS Of TEACHING 

A* Planning the Year's Program 

The physical education teacher takes many factors into consideration 
when planning the year's program. Certainly the following points 
are basic in good planning. 

1. Philosophy 

2. Objectives and goals 

3* Learning readiness of the child 
4* Size of classes and length of periods 
5* Needs and characteristics of the child 

6. Number of physical education instructors 

7. Availability of facilities and equipment 

8. Number of periods per class with physical 
education teacher during year 

It mu3t be kept in mind that the overall effectiveness of 
the program will primarily depend on two things. First* 
there must be a philosophy of physical education in which 
the instructor can justify his program. This philosophy 
must be expressed in such a way as to be in direct corre- 
lation with the school philosophy and education in general. 

Second, immediate and long range objectives must be kept 
in mind during the course of the year. Periodic evalua- 
tion of the program is of prime importance. 

Grades Kindergarten Through Third. Many types of Physical 
exercise are needed in kindergarten through third grade. 

This age group needs opportunities to participate in activ- 
ities utilizing a variety of large muscle movement. The 
instructor should plan an assortment of activities suitable 
for his class that could be introduced informally as an 
integral part of the total program of activities for the 
.. children. Time, placement, and emphasis of physical activ- 
ities will vary according to the maturity of the groups. 

On the primary level, at least 30 minutes daily should be 
given to class instruction. The physical education class 
period should be carefully planned in order to present a 
vide variety of activities so that a number of skills can 
be learned. Points to consider tfien building the daily, 
weekly, monthly, or semester's program in physical educa- 
tion should include: 

1. The specific grade level 

2. The general and specific objectives 
3* The mmber of pupils In the class 
4* The age and sex 

5- The interests and needs of the pupilr 
6. The carry-over values of the activities 
7* The available facilities and equipment 
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GRADES FOUR THROIEH SIX 

Children in grades four, five and six are growing rapidly and developing 
new needs as they progress. Growth needs can be met by means of longer, 
more vigorous, and more sustained play in the activities they experienced 
in the primary grades. Over exertion must be avoided. Children in this 
age group frequently drive themselves too hard in play. 



As coordination is established, practice is essential for continuous growth. 
Opportunities should be provided for the following skills and activities. 

1. Skills and techniques which involve the total muscular system. 

2 Rhythmic activities. ^ ; - 

3* Stunt skills and challenge type apparatus. 

A. Running and tag games. ...... 

5. Team games simple in organisation but offering each child 
an opportunity for vigorous play. 

Authorities in the field of physical education strongly advise that no 
pupil able to attend a public school be permanently excused from the 
physical education program because of general organic or nervous weakness, 
of a crippled condition, recent injury, or health deficiency. These students 
should be assigned temporarily cr permanently to some less vigorous foras of 
activity. .i'-,- „ . 

Over the period of a school year, the percentage of time to be allotted to 
various physical education activities should be determined. 



GRADES 

Primary 

K-3 



Intermediate 







SUGGESTED All 
TIBS OF ACTIVITY 



OF TIME 



PE- r JENTAGE OF TIM E 



Rhythmical activities 45 

and tody mechanics . 

Running games and 25 

small group play 

Apparatus play 20 

; Stunts 10 

Rhythmical activities 30 

and body mechanics 

Games and relays 20 

Running games 15 

Apparatus, stunts, and 20 

physical fitness 

Team games 10 

Individual end dual games 5 



28 
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B. Unit Planning For Progressive Development 

A well-planned unit of instruction necessarily provides for progressive 
development. Because many levels of ability are present in the hetero- 
geneously grouped physical education class, an effort must be made to 
meet the needs of the low range as well as the advanced group. Simple 
lead-up gfjnes and drills are helpful in achieving the skill and confidence 
the less skilled group must have in order for all ability levels to play 
together successfully. 

There must be several opportunities in the course of the unit for the 
student to measure his progress. Improvement is a great stimulant in 
physical education. The program must be 'geared in a -way that all the 
students, regardless of ability, show progross if they concentrate their 
efforts. 

Wavs To Measure Progress 

1. Tests 

a. Skills test . 

b. Written Tests 

c. Physical Fitness tests 

2. Progress Check Lists (Self-Testing Activities.) 

a. Stunts 

b. Tumbling 

3* Individual Apparatus Play 

a. Challenge Course (obstacle course) 

r , ^ „ . .. i , , , 
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SUGGESTED PLANS 
PLAN I 



Primary Leval (K-3) “ . 

Physical Fitness Exercise 5 minutes 

Rhytlons ' 10 minutes 

Games of low organization 10 minutes 

Evaluation 5 minutes 

■ v: : * 7 : * 30 minutes — Total 



P LAN n 



Primary Level (K-3) 



Physical Fitness Exerciea 
Teaching new Activities 
Reviewing games 



5 minutes 
15 minutes 
10 minutes / 4 , 

30 minutes — Total 



PLAN HI 



Primary Level (K-3) 

Physical Fitness Exercise 5 minutes 

Self-Testing Activities 10 minutes 

Lead-up team games 15 m inutes 

30 minute 8 — Total 
PLAN IV 



Primary level (K-3) 

Physical Fitness Exercise 5 minutes 

Relays, Large Group Play, 25 minutes 

Mlmetics, etc. _ 

30 minute 8 — Total 
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3 AM PU S YEARLY PROGRAM 
Grades K -3 



GRADE V 1 EEKS MONDAY TUESDAY WEDNESDAY THURSDAY FRIDAY 

K 36 Rhythmic Play - Rhythmic Play Rhythmic 

Activities Activities Act ivities Activities Activities 

1 . 36 Play ' Rhythmic Play Rhythmic Pj.l y 

Activities Activities Activities Activities Activities 

2 36 Large Group Snail Self-Testing Large Group Rhythmic 

. Play Group Play Activities Play Activities 

3 36 Small Group Teati Games Large Group Self-Testing Rhythmic 

Play Play activities activities 
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SAMPLE YEARLY PROGRAM 
Graded 4.-6 



Grade 


Weeks 


Monday 


Tuesday 


Wednesday 


Thursday 


Friday 


4 


36 


Team Game 
Activities 


Small Group 
Play 


Rhythmic 

Activities 


Self- testing 
play 


Small group 
play__ 








Large Group 
Play 




Large Group 
play 


5 


36 


Rhythmic 

activities 


Small group 

play 

Large group 
play 


Team gane 
activities 


Self -testing 
aonaratus* 
Stunt.-#* 
Individual & 
Dual Sport a 


Team game 
activities 


6 


36 


Small Group Rhythmic 
olay activities 

Large group 
play 


Team Game 
Activities 


Self-testing 
aooaratus 
Individual fit 
Dual Sports 


Teem Game 
activities 



* Self-testing apparatus — horizontal bare, horizontal ladder, rope, 

climb, peg boards. 

Challengo (obstacle) course 



** Stunts — Primarily tuabling mat activities. 
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PLAYERS : 
EQUIPMENT : 
DIRECTIONS: 



PLATERS: 

EQDIfMENT: 

DIRECTIONS: 

SCORING: 



PLATERS: 

EQUIPMENT: 

DIRECTIONS: 



O 




GRADE K 

CCME ALONG (13) 



Any number 
None 

Players join hands and form a single circle. "IT" is on 
the outside of the circle. "IT" runs around the circle, 
taps one of the players on the shoulder, and says "Cane 
Along" . The one who is tapped starts in pursuit and tries 
to tag "IT ,! before he gets to the vacant place. If he 
succeeds, he becomes "IT" and challenges another player. 



GRADE K 

HIT THE BOX (13) 



Any number 

One ball or bean bag and a cardboard box 

Children stand in a circle facing the center where the box 
has been placed. They take turns trying to toss the ball 
or bean bag into the box. Each child runs in to retrieve 
hie equipment and tosses it to the person on his right in 
the circle. 

One point is scored for nach time the ball or bean bag 
stays in the box. 



GRADE I 
CALL BALL 



Not more than 8 
One ball 

Should the skill of the group be such that the children have 
difficulty in catching the ball on the fly, it may be advis- 
able to permit them to catch it on the first bounce. 

For a player, when his name is called, to catch the ball and 
thus become the thrower. For the thrower to toss the ball in 
such a v*\y that the player whose name has been called has an 
opportunity to cate: it. 

One player, selected br* the leader to be the thrower, is given 
the ball. The other playore take positions in a line in front 
of and facing the thrower as shown in the diagram. At a signal 
from tne leader, the thrower calls the name of some player and 
then tosses the ball straight up into the air. The player, whose 
name is called, runs out and attempts to catch the bill. 
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Should he succeed in catching the ball before it touches the 
ground, he changes places with the thrower. Should a player 
whose name has been called fail to catch the ball, the thrower 
shall retrieve the ball, call the name of another player and 
again toss the ball. Should the thrower toss the ball in such 
a way that the player whose name he called dees not have reason- 
able opportunity to catch it, the player is considered as having 
caught the ball and shall change places with the thrower. The 
leader shall be the judge as to whether the player has a reason- 
able opportunity to catch the ball. Should the thrower interfere 
with the player trying to catch the ball, the latter shall be 
considered as having caught the ball. If, when the thrower has 
tossed the ball three times, none of the players called have 
succeeded in catching it, the thrower shall say *'I have had three 
turns and I choose (so and so) to be the thrower 1 . 1 

The game continues in the above manner until the end of the 
playing period. 



GRADE I 

FARM ANIMALS (3) 



PIAYERSt Any number 
EQUIPMENT: None 

DIRECTIONS: Children line up at one end of the playing area. A safety 

line is established at a distance of twenty-five yards and 
one, child is chosen to be the farmer. Each child chooses 
a farm animal he wants to be and does not tell anyone what 
he chose. 1 '*\ mJ 

When everyone has made up his mind what he wants to be, the 
farmer stands in the middle of the playing area and imitates 
any animal he wishes. If he says, "Moo, Moo" all those who 
chose a cow must run to the safety line. Those who are 
caught by the fanner must stand on the sideline (in the pen.) 
If he says "Quack, Quack 11 all ducks run and so on. 

. i X j V . ! . ' • • ,* 1 > 

If the farmer wishes to do eo, he may choose one or two from 
those who were caught to help him. The last one to be caught 
; 1 ' becomes the new farmer. 




; U ■ ' r - :• <A GRADE I "<< ■ 

■ i * '• \‘ > . ■ • ! \ y -.C; . . ' 

' OLD MOTHER WITCH (3) 

■ j 1 r J :m ;■ ft-j.y' • I. . . y .y-yy. j y • 

PLAYERS: Not more than 6 

EQUIPMENT: ' None ’-*'Y r - r l 




DIRECTIONS: At the leader's eignal, turns and walRo away from the group 

impersonating a Witch. 

■A 

'• * \J 




The children follow, chanting: 

Old Mother Witch 
Fell in a ditch 
Picked up a penny 
And thought she was rich. 

The "Witch 11 turns suddenly, points to one of them and says, 
,f Whose children are you? 11 

The child may answer any name he chooses, such as ,f Mrs. Smith’ s ,: . 
When a child finally answers n Youre" the "Witch" attempts to 
tag as many children as possible before they can cross the 
starting line. Children tagged are eliminated from the game. 
Children not tagged go to the starting line and the game then 
continues as before. 

When the "Witch ,, has had 3 turns, she chooses another "Witch 11 
from among those not tagged. 

SCORING: The "Witch" tagging the most, WINS. 



GRADE I 
SAM SNITCH 

PLAYERS: Not more than 8 

EQUIPMENT: None' 

At a signal from the leader, the "IT" calls, "Sam Snitch, 

Sam Snitch wants (so and so) come over." Whereupon those 
players whoce names are called run toward the opposite end 
line, and the "IT" attempts to tag them before they can 
cross it. All players who are tagged stand to one side of 
the playing area. If a player crosses either side to avoid 
being tagged, he is considered as having been tagged. If a 
player succeeds in crossing the end line to which he is runn- 
ing, without being tagged, he is safe, and remains on that 
end line until a new "IT 11 is chosen. 

"IT "takes his place in the center of the playing area and 
calls one or more of the remaining players in the same 
manner. 

Whan "IT" has had three turns, he then says, "I have had three 
turns, and I have tagged (so many) players. I choose (so and 
so) to be "IT". , The new "IT" must be chosen from the players 
who have not been tagged. If all have been tagged the last 
one is the new "IT". 

The "IT" having tagged the most players is the winner. 



DIRECTIONS: 
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GRADE I 
STOOP TAG (12) 

PLATERS: 4-60 

EQUI310JT : None 

AREA: Playground or Gymnasiun 

DIRECTIONS: One player Is chosen to be ‘TT'.' If played in the gymn, or 
on a playground, it is good to set aside boundary lines. 

"IT 1 ' chases the other players, trying to tag one of them. 

The players may escape being tagged by suddenly stooping 
or squatting, but each player may stoop only three times. 

’ After the third time of stooping the player may resort only 
to running to escape being tagged. Any player tagged becomes 
i'ir M . 



GRADE I 
TARGET TOSS 



PLATERS: 2 oqual teams 

EQUUMQJT: 2 wastebaskets and 2 balls or bean bags. 

DIRECTIONS: Children are divided into two teams. Each child take? « 

turn tossing ball or bean bag into basket with one poim 
■ given for each' successful throw. Team reaching "Game" 

' first wine.' - '< * . • •.-••• 

3C0RIN0: A certain number of points is designated "Game 11 . 

One point for successful throw. 



GRADE I 

r • ’ • ■' 1 ' ' TEACHER BALL (3) 

PLATERS: , 6-10 

'.'o *«-■. i. r ■ y - ; , ■ 

EQUIHffiRTr ‘ Rubber bell - * - ■ r - 



DIHECTIO^ T S s The children are in groups of 6 or 10 players vith one 
child as the leader or "Teacher” , The leader faces the 
others who form a line about 8 feet from hiu* He toss 
the ball to each starting at the head of the line and 
continuing in turn to the foot of the line. Anyone v 
misses the ball goes to the foot. If the "Teacher” mit 
he goes to the foot. The child at the head becomes t' 
ladder And the play is continued. 




3S 
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GRADES 1-2 
BEAT THE BUNNY (7) 

PLAYERS: Any number 

EQUIPMENT: Small ball, large ball 

DIRECTIONS: The Bunny (email ball) is started first and is passed from 

child to cJiild around the circle. When the Bunny is lialf 
>■ way around the circle, the Fanner (large ball) is started. 

If the Fanner catches the Bunny, the Fanner wins. If the 
Bunny catches the Fanner, the Bunny wins. If either ball 
Is dropped, the child who lost it must recover it and start 
it back in play again before the other ball passes his position 
or it counts ab,\ win for that ball. 

Note : If bcills are too difficult for the group to handle, 
use beanbags of different colors. 



GRADES 1-2 
GARDNER AND SCAMP 




FIAYERS: 8 to 10 per group 

EQUIPMENT : None . . • 

DIRECT ICWS j One player is the Scamp and stands inside the circle. 

Another player is the Gardner and walks around out- 
side the circle, saying "Who let you into my garden." 

The Scamp answers, "No one" and th, Gardner begins to 
chase hin. Scamp runs in And out and across the circle 
and does tricks and stunts which the Gardner must imitate 
as he chases him. . . . 

When Gardner catches Scamp, they choose new players for 
the next game. 

Note : If Gardner fails to imitate Scamp, a new player 

is chosen for the Gardner and the old Scamp remains "IT" 
again. 

. - < V ■ ", GRADES 1-2 . 

GRAY OWL (7) • ~ : . 

P1A1ERS: . 8 to 10 per group 

EQUIFMRJT: None 

DIRECTIONS: "IT" walks around outside of circle touching each person 

lightly and saying "Gray Owl" as he touches them. When 
he touches seasons and says "White Owl" that person chases 



"IT" around the circle. If chaser can ' ag "IT" before "IT" 
reaches vacant place in the circle, the tagger remains "IT". 
If chaser does not catch him "IT" gets to walk around the 
circle again. If first "It" is not tagged after two tries, 
he chwses a new "IT" from the persons in the circle. 



GRADES 1-2 
HUNTSMAN (3) 



PLAYERS: Any number 

EQUIPMENT: None 

DIRECTIONS: One child is the hunter. He. calls. "Who wants to go hunting 
with me." The other children answer "I do" and fall in line 
behind the hunter who leads them anywhere within a designated 
area. They must follow him and do everything that he does. 
Suddenly the hunter calls "Bang 1 and all children must run 
back to a safe area. The first one back usually becomes the 
, . hunter. 



GRADES 1-2 
STONE (7) 

PLAYERS : 10-19 to a group 

EQUIFMENT : None 

DIRECTIONS: Player, in center, is STONE. He site there while other 

r players skip around him. 

When the STONE .Jumps ip, players run to either goal as 
STCNE chases them. Anyone tagged by the STONE before 
reaching a goal becomes a STONE too, and sits in the 
center with the first STONE . The other players continue 
to skip arond the STONES. No STONE can move until the 
firet STCNE moves. " ' : ' 

Game goes on. until all children are caught. 

■ ; ■ ' • ' ■ ! • . 1-2 ' y - 

■ H ' RtN, RABBITS, RUN (7) ' 

P1AYERS: t Any nvaaber ' * ' 

EQUIPMENT : None “ ! ' ' / ; ' ' " ’■ ' ' . 

DIRECTIONS: Marie out areas for hones with one or more rabbits in each. 
... „ "IT" (the fox) calls, run, rabbits, run and all Just leave 
bode and go to different safe areas without being tagged. 
r , Those who are tagged by "IT" must go to the den and remain 
“ out or the game until a ndw "IT" has been chosen. 



A: r 



PLAYERS: 

EQUIIHENT: 

DIRECTIONS: 



PLAYERS: 

EQUIFMENT: 

AREA: 

DIRECTIONS : 



SCORING: 



Usually the last or one of the last to be left .in the game is 
chosen to be the new "IT”* 

Variation: "IT" may call skip, hop, gallop, trot, dance, walk, 

etc. instead of run. All (including "IT") must follow the 
directions called. 



GRADES 1-2 
TAKING A TRIP 



Any number 
None 

Children stand in a single circle. One child is chosen by 
the leader to be first. He then decides a mode of transporta- 
tion that he would like to use when he takes his trip. He 
takes hie trip around the outside of the circle pretending to 
use the transportation he chose. (Example: Pretending to be 

riding an airplane.) When he returns to his place he chooses 
the next person to have a turn. Game continues until all the 
children have had a turn. 



GRADES 1-3 
FOX AND CHEESE (12) 



Small group 



None 



Rectangular area 30 ft. by 20 ft. Short boundary lines are 
designated as end lines. The Fox take a positio: , J i the 
center of area. Geese takes position behind one of the end 
linos « , r.\ . , . . , ’ 

Fox must tag as many Geese as possible. The Geese must cross 
the opposite end line without being tagged. 



Game starts when Fox calls "Run, geese, run" whereupon Geese 
run and attempt to cross opposite end line without being 
tagged. Geese who run out of bounds, are considered as being 
tagged. Tagged geese are eliminated from game and stand out 
of bounds on one side. Geese not tagged continue to run to 
opposite ends when Fox call "Run, Geese, Run." 



When Geese havo run three times, the Fox says "I have had three 

turn 8 and I have caught Geese. I choose _to be Fox. 

The new Fox shall be chosen from those Geese tfio have not been 
eliminated. If all have bean tagged, the last one caught is 
the new Fox. r , h , 

Gsme starts over again with new Fox and everyone else are Geose. 



At the end of the period, the Fox tagging th« 



roet Geese is winner. 
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GRADES 1-6 
SIMON SAYS (3) 



PLAYERSs Any number 
EQtJIPMMT: None 

DIRECTIONS: Single circle facing inward. 

The leadei' takes his place in the center of the circle 
or in front of the group and starts by making a motion 
of acne sort and says "Simon says, do this." All the 
players are supposed to do like vise. At times the leader 
; v > *&1T say, ,f Do this 11 or make the designated action. If 
someone moves or follows the action without the words 
"Simon says" he gets a dud, and must pay the penalty 
when he has acquired three of them. 



i 

i 




. GRADE 2 

. : r 

CAT AND RAT (3) 



PLATERS : Any lumber 




EQUIFK£NT : ; None .. 

DIRECTIONS: Children join hands and fora a circle with one child 

inside the circle (Rat) and anothsr child outside the 
circle (Cat). The cat tides to catch the rat. Child- 
ren assist the rat by lifting their arms to let him in 
and out but prevent the cat by doing so by lowering 
hands or squatting down. Wvn Rat is caught, he joins 
circle and Cat then becomes a Rat and a now Cat is 
chosen. If group is large or play is slow, there 
mty be 2 Cats ch- ;lng one Rat. Aleo there could be 
two Rate and two Cats with some means of Identify- 
■ ■ ’ irig Rats. '-I': 1 

. » I ‘ . *, : m .r r ' . s 

-j* if.. .. .. / r; : . GRADE 2 ,' r V,’ ; ’ 

:*V •. i M CIRCLE STRIDE BAIL (3) . 

PLATERS: Any number : n . ■ . . . i ■; 

EQUIMNT: Volley ball or large rubber bill 

DIRECTIONS: The players are in a circle. Each player takes a stride 
stand position with feet touching foot of player on both 
eidee. The child who ie ”IT“ etands in the center with 
the ball. He rolls the ball attempting to roll it out of 
the circle between the feet of any of the playera. If he 
is successful, the person who allowed the ball to paes out 
between his feet becomes "IT". The players must use their 
.-V ■ ‘ •> hand* to. atop the ball. * v. • :• . 

„ r * * i it.rji. l tj ( ■. Vi iO «v r.:: » ■ 
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GRADE 2 

FIND THE LEADER 



PLAYER?: Any nunber 

EQUIPMENT: None 

DIRECTIONS: Players stand in a circle facing center. 

One player is asked to leave the roan. While he is cut, 
a leader is selected from among tho players in the circle. 

The leader starts any motion he chooses with his hands, 
arms, head, or feet, which is immediately imitated by the 
othsr players. The child who left the room returns and as 
he watches the group change from one nation to another he 
tries to find the leader. Players should make every effort 
not to be obvious in their observance of the leader whose 
changes of motion they follow, Th<* leader, too, should help 
confuse the guesser by looking at <ny other player as if he 
thought he was the leader. The "IT" is allowed three guesses 
to find the leader. If unsuccessful, he must "give up" and 
select another player to be "IT 11 . 

If he guesses correctly, he may be "IT" again until he has 
had three turns, after which he selects another to take hie 
place. This game is moat successful when played by approx- 
imately ten to fifteen children. 



GRADE 2 
HILL DILL (3) 

PLAYERS; Any Nunber 
EQUIPMENT: None 



DIRECTIONS: The group of children stand behind line with "IT" half way 
between them and another line at opposite end of playing 
space. "IT" calls "HILL DILL cone over the hill cr 1*11 
catch you standing still. 11 AH leave safety line and run 
across playing irea to opposite line. "IT" tags au many 
as he can. Those caught then help "IT" catch runners on 
next calls. Those caught by "IT" must hold hands (couples) 
and have to stay together Wiile chasing others. 



GRADE 2 
MIDNIGHT (3) 



PLAYERS: 

xiouiaav?! 



Any nunber 
None ~ 



.M i 



O DIRECTICNS: On. pl*y*r ie tha fox and ths others are the chickens, The 
fox may oatch tha chickens only at midnight. Tha gone starts 

>60 
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PAYEES: 

EQUIPMENT: 

DEJECTIONS: 



PLATERS: 

EQUIFMENTr 

DIRECTIONS: 



AREA: 

OCORIW* 



O 




with the fox standing in a den marked on one comer of 
the playground and the chickens in a space marked in the 
opposite corner. The chickens corn© out and scatter around, 
approaching as closely to the fox as they dare. They keep 
asking hin, "What tiae is it 4 ?", he anawera with any hour he 
chooses. Should he say "Three o'clock" or "eleven o'clock 11 , 
etc. they are safe, but when he says "Midnight" they must 
run for their goal as fa.*t as they can to avoid being tagged 
by the fox. All that are tagged return to the fox's den and 
he?.p him tag the next time. Only the first fox may tell the 
time of night. 



GRADE 2 
3IAP JACK 



Any number , , 

None 

The children form a circle, standing with their hande folded 
behind them palms turned up. One player is selected to fce 
"ir 11 . He runs around behind the circle and slaps someone 
on the hand. The ona slapped gives chase. If "IT" is tagged 
he must return to tha circle and the chaser becomes 11 IT'. 1 If 
"IT" isn't caught, ho continues to be "IT" and the chaser 
returns to the circle. When a player has had an opportunity 
to run and has returned to the circle, he folds his hands in 
front to show that he has already played and is not to be 
chosen again. ‘ 

;• ■ • GRADES 2-3 ' 

HIT THE CLUB (5) 



Small group (two towns) ” 

Two Indian ClubB, one volleyball 

i r ' / . [ , . 1 ! ■-■'**■* * ’ ‘ ' ‘ * . 

A player must roll the bell and knock down the opponents' 
Indian Cltb, thue flooring a point for his team. A team 
wine by scoring the »5st points. 

Players take positions behind their club. Player stands to 
one side of hie club and rolls, ball trying to knock opponents 
team and thereby making a point. First players on opposing 
team recovers the ball ahd rolls it back toward the opposite 
club. Second player on other teams catches ball and rolls. 

30 feet by 10 feet, two clube 20-25 feet apart. 

On. point for knocking down club. 
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PLATERS: 

EQUIPMENT: 

DIRECTIONS: 



PLATERS: 

EQUIPMENT: 

DIRECTIONS: 



SCORING: 



o 

ERfC 

hfliflaffBHaaaa 



GRAD.? 3 
REANBAG TOSS 



Any number 

Small buckets or one-gallon cans, beanbags 

There should be an equal number of children participating In 
each line* The buckets are placed about six feet in front of 
each line. Each child tries to get the bean bags into the 
bucket in front of him. One point is given for each bag land- 
ing in the bucket* After everyone has had a turn the total 
number of bags to hit the bucket is counted. The line with the 
most wins. 



GRADE 3 

BIRD, BjSAST OR FISH (6) 

Any equal number 
Pencil, paper 

The players divide into teams of equal site, spaced around a 
large circle. Each team sends an actor up to the leader, who 
is stationed in the center* The leader writes down the name 
of a living creature and shows it to all the actors from the 
diff erent teams* When all have seen the name, they race back 
to their groups* As they go, they show by symbolic action, 
what category the creature belongs to. To show that it is in 
the beast category, they go back on all fours, for & bird, they 
mimic flying, and for a fish, with hands together, they show 
the undulating movement of fish svimning through the water. 

As they attempt, with pantonine, to show the identity of the 
assigned creature, their teammates shower them with guesses. 

The actors may not make a sound but may, with gestures, in- 
dicate whether the guesses, are "hot 11 or "cold"* 

The game is repeated again and again, with new actors being 
sent up each time and a new word being chosen. The leader 
should begin by using simple creatures, like "eagle” "lion" 
and * shark" and should work up to tough little-know ones or 
to ones thlai are hard to classify, like "turtles” or "spiders' 1 . 

When a team member finally guesses correctly, the actor rushes 
back to the leader, who gives his team points on a score. If 
several teams are playing, it is wise to give several teams the 
credit each time, possibly 3 points for the first team to guess, 
2 points for the second, and 1 point for the third. 




PLAYERS: 

EQUHMENT: 

DIRECTIONS: 



PLAYERS: , 
EQUIPMENT: 
AREA: 

DIRECTIONS: 



SCOft&G: 



o 
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GRADE 3 
BUDDY SPUD 



Any equal nur.be r 
One volleyball 

The playing area Is about a 50 foot equare with boundary lines. 
The leader divides the children into pairs or buddies, and the 
pair to be "IT" is chosen. The pairs place themselves anywhere 
vdhbin the play area. The ball is given to the pair that ie "IT? 
The Buddies are supposed to hit another pair (one of a pair will 
do) below the waist with the ball. All pairs not "IT" can move 
anywhere within the playing area. The "Buddy" with the ball may 
not move but may try to hit another couple or pass to his "Buddy? 
The "Buddy" without the ball may run to a more advantageous point, 
rad bis "Buddy" may then pass the ball to him. In tun i:e tries 
to hit another couple. If another couple ic hit with the ball 
they be come the "IT" couple. The game then proceeds aa above. 



■ GRADE 3 
BOUNCE BAIL (l) 



10 to 36 players 

A tennis ball, small or large rubber bail 
Gymnasium or playground 

The class ie divided into two equal teams, with one team 
on each side of the center line. 

The game starts with one player dropping the ball and then 
batting it with the palm of his hand across the center line 
to the opposing team. The server may have two trials to get 
the ball over. If he fails on his two trials, the opposing 
team scores one point. One person serves until his team 
scores five points, then the ball ie given to the opposite 
team. The ball must bounce once or may be bounced any nunber 
of times before returning It to the other side. The ball may 
be dribbled up from the back of the court to get into a more 
advantageous position to return it. The ball must be hit from 
above with the open palm. A time limit should be set to deter- 
mine the length of the game. 

One point is given when the opponents fail to return the ball; 
fail to hit the ball from above with the open palm; fail to 
bounce the ball before returning it; or fail to return the 
serve. 



V ' 
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GRATAE 3 
CHARADES 



PLATERS: 

EQUIFMENT: 

DIRECTIONS: 



PLAIERS: 

EQUIfMENT 



Any number 
None 

Phil, who Ins been chosen "IT" says, %i Vm thinking of a 
one-syllable noun that rhymes with 11 bail V The vord he is 
thinking of is n JAIL u but none of the other players know 
this. The object of the game is for them to find it out. 

In turn, each of the other players guessed at Phil's secret 
word, knowing only that it must be a one-syllable noun 
rhyming with "BAIL'. 5 The novelty of the game is that they 
may not offer their guesses; they must act them out, for 
Phil to identify. 

Listed below are several examples: 

Jane rises and shakes herself, clutching at an imaginary 
support, pretending that she is fighting a heavy wind. 

"No, says Phil, it is not a "gale 1 . 1 

Alice pretends that she is a playful puppy and wags her 
hAnd behind her. "No, it is not a puppy's tail says Phil,” 

Jim pantonine s the action of walking down a staircase, holding 
tightly to the bannister. "No, it is not a "rail" says Phil. 

Finally, Rex clutches Imaginary bars and shakes them angrily. 
He pretends to peer through them. "lee, said Phil, you have 
guessed it. The word is "Jail. 1 

Having guessed th 9 word, Rex then starts the game again from 
the beginning by thinking of a new^one-sy liable noun. 

• . . ■■ - • ■ * i‘ 

Ine moat important rule of the game is that the person who is 
"IT" in this case Phil, must identify each word which has been 
acted out as a gueeB, before ruling on it. 

The goal of the other players is not to stump Phil, but rather 
to guess his word. 

Therefore, if he has difficulty in identifying the vord being 
acted out by a player he may ask sods of the other players to 
help act out the word. If he still cannot guess the vord, the 
other players reveals it, end Phil's word is also revealed. 
Then a next person is chosen to be "IT'.' 



GRADE 3 

FLYING DUTCHMAN 



Any equal nunber 
None 
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DIRECTIONS: 



PUTERS: 



Two children are selected aa "IT 1 . 1 The rest of the children 
form a circle. All face center and hold hands. The "IT" pair 
walks around the circle on the outside and touches the hands of 
one pair in the circle. This pair breaks hands with the rest 
of the circle and rune in the opposite direction from the "IT* 
pair. They try to get back to the space they left before the 
tr XT M does. If they succeed then the "IT" is "IT" again. If 
they fail then they become "IT 1 . 1 




Touches this 
couples hands 



KOOK-ON 

Any number 

> ■ 



SODZHS-I: None ! 



DIRECTIONS: All children playing, with the exception of two, take 

partners and hook elbows. The couples scatter out in 
any way they wish. The two chosen begin the game by 
one chasing the other. To keep from being caught the 
one being chased may hook elbows with one child of one 
of the couples. The child on the other side of this 
couple then becomes the runner. If caught the runner 
becomes the chaser and the chaser becomes the runner. 



GRADE 3 r - r ' 

\' r JAPANESE TAG — CA1IED KACE-BOHIONICO : ' 

Wv. '* . 1, i” xj j v j » 1 > > ■# 

PIAXERS: Equal mmtor . , , v . ! ‘ ' , 

EQUIFMQJT: None ‘ ' ci • ' 1 ~ 

DIRECTIONS: The children ecatter by pairs in a designated play area. 

The couple seleoted to be "IT" tries to step on the 
shadows of another couple. If the "IT" couple succeeds 
in doing so the couple on whose shadow they stepped to- 
ccoes the new "IT". ...... ... 
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PLATERS : 


GRADE 3 
PARTNER TAG 

Any number 


EQUIPMENT: 


None 


DIRECTIONS: 


The leader divides the children into pairs, with each pair 
joining hands. One pair is chosen to bd "IT” and must hold 
hands and try to tag another couple. If a couple breaks 
holding hands they automatically become 1! IT M . A mle should 
be made that there be no tagging back so that children not 
playing may have a turn. 


PLATERS: 


GRADE 3 
SACK RELAY 

Any equal number 


EQUIPMENT: 


One sack (burlap) for each line participating 


DIRECTIONS: 


Any desired distance is marked off — equal distance for each 
line. The first child in each line begins the race on the 
command of 1T G0 n , by putting both feat into the sack and hopping 
down to the marker and back. The next child then takes the sack 
and repeats the performance. The first line to finish wins. 


SCORING: 

V 


One point for each race wn. 


. i ■ i 

PLATERS: 


;Y GRADE 3 

v. v , SOCCER DRIBBLE RELAY 

Equal number 


EQUIPMENT: 


Soccer balls, markers .. . , 


DIRECTIONS: 


An equal nun be r of children should be in each line. 
An adequate distance from the first person in each 
line ie marked off as the distance the ball is to 
be dribbled. The first group to finish dribbling 
the ball to the marker and back is the winner. 


SCORING: 


One point for winner, 

* • i ■' ■ ; . t '• ■ . 


r. \ : > 


*/ Y, GRADE 3 

THESE DEEP 


PLATERS: 

KQUIfMENT: 


Any number 

(45 



KQUIB4ENT: None 
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DIRECTIONS : 



PLATERS : 

EQUIPMENT: 

DIRECTIONS: 



SCORING: 



PLATERS: 
EQUIPMENT: 
DIRECTIONS i 



O 




V t iV 



Two children are selected, one as a runner and one as a 
chaser. The rest of the children fora a double circle 
with everyone facing the center. The chaser then goes 
after the runner. To keep from being caught the runner 
runs to the fronh of one of the couples In the circle end 
takes a stand. The child In the outside circle then must 
run. If a runner is caught he turns and becomes the chaser 
and the chaser becomes the runner. 



GRADE 3-6 
BOWLING 

Not more than eight players 
Three Indian Clubs, two Softballs 

Each player attempts to knock down as many clubs as possible 
each time the ball is rolled. The player scoring more points 
than any other player wins the game. 

Area 30 to 40 feet long and 10 feet wide, with a foul line at 
one end. At opposite end from foul line, set up clubs in a 
triangular formation with head pin nearest the foul. line. 
Choose one retriever to reset pins. Other players line up in 
a single line behind foul line and are the bowlers. 

First- bowler rolls the two balls one at a time, toward the 
Indian Clubs. One point ie scored for each club knocked 
down. After a player has been a bowler and rolled his two 
balls, he becomes the retriever for the next bowler. The 
old retriever takes his place at the end of the line of 
bowlers. 

Player with the highest mmber of points at the end of the 
period ie declared the winner. 



GRADES 3-6 
DUCK, DUCK, GOOSE 



Any number 

■ i * ■ 

None 

One child is selected as the tagger. AH other children 
fora a circle facing the center. The tagger walks around 
the outside of the circle and each child he passes he gives 
the name of "DUCK". When he comes to someone he wishes to 
have chats him he touches hie shoulder and says "GOOSE" then 
the "GOOSE" chases the tagger. If the tagger is caught he 
must go to the KUSH HOT" in the oenter of the circle. If 
the tagger reaches the spot vacated by the "GOOSE" he is 
cafe and the "GOOSE" beooms a tagger. * 

■ ■ ' ' j f; r. v f . ; t >.• • 

■ . . • • ? v 
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PLAYERS: 
EQUIR1ENT : 
AREA: 

DIRECTIONS: 



SCORING: 



PLAYERS: 
EQUIFMENT : 
AREA: 



DIRECTIONS: 



O 
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GRADE 4 

BEAT BALL (l) 

Tw teams of nine players each. 

Softball diamond and softball 

Playground or softball diamond (35 or 40 feet) 

When a team is in the field, each player is assigned a 
position. When a team is at bat, a batting or throwing 
order must be followed. 

The first batter throws the ball into the field and runs 
the bases in order, continuing until he reaches home base 
or is put out. The players in the field catch the ball and 
throve it to the first baseman; the first baseman throw the 
ball to the second baseman; the second to the third and the 
third to the catcher. If a runner reaches home base before 
the ball does he scores a run; otherwise he is out. The 
ball must be thrown to each baseman in order. The baseman 
must have his foot on the case before throwing the ball to 
the next baseman. 

If a ball reaches a baseman or catcher before the runner 
touches the base, the runner is out. Three outs and the 
team changes places, 

A run is scored each time a runner successfully runs to all 
the bases. 



GRADE 4 
LONG BASE (l) 



2-20 

Softball and bat 

Playground or gymnasium. Hark off a heme plate as in soft- 
ball, a pitchers 1 box thirty feet distant and a long base 
three by six feet, thirty feet from the pitchers 1 box. For 
the younger group, the distance may be shortened and the long 
base should be placed to the left or right of the picthers* 
box to avoid collision. 

Divide the group into two teams of five to ten players each, 
with a pitcher, catcher, long baseman. One team is at bat 
and the other team is scattered in the field as in softball. 

The batter steps in the box, and the pitcher pitches the ball 
to the batter who attempts to hit it, A batter remains at 
bat until he hits the ball. Any ball that touches the bat 
is a fair hit. (foul; foul tip or fair hit.) When t,hs batter 
hits tha ball, he ruris quickly to long base and remains there 



I 



SCORING: 



PLAYERS: 

EQUIPMENT: 

AREA: 

DIRECTIONS: 

SCORING: 



PLAYERS: 

EQUIPMENT: 

nTRKCTIOHS# 
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until the next batter hits a ball, or he may attempt to 
run home before being put out. Several players may occupy 
long base at the same time, provided there ie a player at 
bat. All players on long base may return to home base on 
any hit except a foul ball. A run is scored for each base 
runner who reaches homo base without being put out. If a 
base runner leaves long base, he cannot return, except on 
a fly bell caught. The teams exchange positions when three 
outs are made. 

A runner is out: 1. If a fly ball hit by him ie caught. 

2. If the ball is held by the long 

baseman with one foot on base, before 
the runner reaches base. 

If the runner is tagged out at home base. 

4. If tagged or hit enroute to home base or 
long base (off base) by a ball held or 
thrown by an opposing player. 

5. If tne runner does not tag home base. 

6. If all players are at long base and 
there is no one to bat, the side is out. 

A point is scored for the team at bat each time a runner reaches 
home without being put out# Five to seven innings usually con- 
stitutes a game. 



GRADES 4-6 
BARNYARD GOLF (8) 

2-4 

Beanbag or ball per player ; 9 # 10 tin cans or bicycle 
tires scattered in irregular formation. The holes are 
numbered. 

Playground, gymnasiun or corridor 

Players follow each other in sequence, each trying to get his 
beanbag or ball in hole 1 with as few throws as possible. 

Play continues in like manner for the remaining holes# 

The winner is the player who makes nine holes in the fewest 
throws (stroke e). ' 



GRADES 4-6 
BALLOON BAIL (4) 



Any ninber 
Balloon 



Rowe one, three and five are Team A. Rows two, four ar.d six 
are Team B. The aisle near the windows ie Team A*e goal; or 



r 
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the left and right sides of the room may be the goals. A 
balloon is tossed into the air in the center of the room by 
the teacher. The seated players strike it with the open hand 
and try to get it over their opponents' goal. Players may not 
strike tha balloon with their fists or leave thair seats. If 
either of these violations is committed, the balloon is tossed 
into the air by a member of the team which committed the viola- 
tion. 

SCORING: Each goal counts one point. The team scoring the greater 

number of points wins the game. 



GRADES 4-6 
BEAN BAG BALANCE (4) 

PIAYERS : Any nunber 

EQUIPMENT: Beanbags or erasers 

DIRECTIONS: One player is chosen for the runner, and another for the 

chaser. They come to the front of the room. Each is 
given a beanbag or an eraser. The other players are seated. 

The chaser and runner place the beanbag or eraser on their 
heads. At a signal the chaser attempts to catch the runner 
before he reaches his seat. If either player touches or 
loses the beanbag or eraser, he takes his seat. He then 
must choose a player to take his place. If the runner is 
touched by the chaser, the runner chooses another runner. 



GRADES 4-6 

BEANBAG TARGET TOSS (8) 

PLATERS: 2 or more 

EQUllMEKT: 3 beanbags - • ■ 

AREA: Playground, gymnasium or classroom 

. ^ i r . r ■ ■ - r ■ . . 

DIRECTIONS: The concentric circles are drawn on the ground or the floor. 

Throwing line drawn 10-30 feet away from rim of outer circle. 
Each player throws three beanbags at target, in one turn. The 
winner is player with most score in predetermined number of 
rounds. Beanbags landing on line do not count. 



GRADES 4-6 

BEATER GOES ’BOMB (4) 



PLATERS: 



ERfC 



EQUIBfflff: 



Aagrmaber • •• . > .•'» 

• f * ' T ’ y/JuiV I ■» ' 5 ’ ■ 

Boiled nempeper or knotted cloth 



DIRECTIONS: 



PLATERS: ' 

EQUIRffiNT: 

AREA: 

i 

DIRECTIONS : 



PLATERS: 

EQUIPMENT: 

AREA: 
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The children are arranged in & circle with their hands behind 
them. One child ie chosen to be the beater and stands outside 
the circle, carrying a rolled newspaper in his hand, 

The beater goes around behind the circle and places the rolled 
newspaper in the hands of a player. The beater then turns to 
the one either the right or left and taps him lightly on the 
back. The one tapped runs around the circle, pursued by the 
newspaper-holder, while the original beater joins the circle, 
taking the place of the player to whom he had given the news- 
paper, The newspaper-holder tries to catch the runner. Which- 
ever of these is last to reach the vacant place becomes the 
beater. The new beater places the paper in the hands of another 
player and the game continues. 



GRADES 4-6 
| CHAIN TAG (4) 

r 

Any' number 
None 

Playground ‘ 

One player 1 b chosen to tvs "IT". As soon as "IT" tags a 
player, the two join hand., and become "IT M . When they tag 
another player, he joins hands with one of the two. As the 
line grove, the only players who may tag are the end players. 
Runners may dodge under the arms of the players in the line . 



• : GRADES 4-6 

s DECK TENNIS (6) 

3-4 . .. .; • . •- ■ 

2 posts, 3x3 inches by 7 feet, 2 feet and 4 inches in 
ground at center of side lines. 4 eyelats on posts for 
net ropes. Nst stretch tightly so top is 4 feet 8 inches 
high for entire length. Deck Tennis ring. 

Playground, gymnasium Singles court, 12x40 feet; doubles 
court 18' wide. Divided into two 9 foot courts. Neutral 
area 3' from the net on each side. 

(see drawings on next page) 
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DIRECTIONS: Deck Tennis ring is thrown back and forth over net in effort 

to prevent opponent from returning it. Ring must be caught 
with cue hand, and must be returned immediately with the same 
hand. The ring must travel in an upward direction, for a down 
stroke is always a foul either on the service or a rally stroke. 



For singles game one player is on each side of the net. For 
doubles games two persons play on each side of the net as 
partners. 

Server standing outside of the right court tries to throw 
ring with upward toss beyond neutral area and into diag- 
onally opposite half court. If the server or a teammate 
makes a point, the ring is thrown again by the server from 
left court. The eerver continues to alternate from left to 
right courts until his team makes an error or fouls. 



Fouls : Catching the ring with both hands, changing the ring 
from catching hand before throwing, stepping on or over the 
rear boundary line uhile serving, making a downward stroke 
while throwing the ring or permitting the ring to touch any 
part of body otter than catching hand. 

SCORING: Game consists of 15 points. Serving side scores a point when- 

ever the receiving side misses a play or makes a foul. If the 
gasae reaches 14 all, it is a deuce game and one player or team 
must win two successive points in order to win. A match consists 
of two out of three girnse. ' 
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GRADES 4-6 
FIRE ON THE MOUNTAIN 

PLAYERS: Any number ' , : J , , 

EQUUMENT : None 

DIRECTIONS: Players fora a double circle and all face center. Those on 

the inside represent trees, and players on the outside circle 
take their places behind the trees, one behind each tree. One 
player chosen as the lookout (IT) stands in the center. 




The lookout cries, Fi^a on the Mountain I Run! Run I and begins 
clapping. Players on the outside cirole begin running to the 
left. After they have gone around the oircle at least two times, 
the lookout stops clapping and takes his place in front of a tree. 
The runners do the same. The runner who can not find a tree be- 
comes the j.ookout and fonaer trees are now the runners. The 
game continues as long as desired in the same manner. 



GRADES 4-6 

.... *> .. . ; GOOD MORNING, JUDGE (4) 

PLAYERS: . : Any nuaber : , 

EQUUMENT: None 

DI?£CTI 0 N 6 : One child is chosen to be the Judge, and is eeated in the front 

'jo of the room with his tack to the seated group. Another player 
ie chosen to call on the Judge, 

r The player chosen to call on the Judge tiptoes up to the front 
and in a disguised voice says, "Good Morning, Judge V The Judge 
may ask the player to repeat once. The Judge has thr<e chances 
- - , to guess 160 is bidding him Good Morning. If he succnds, he 

9 i ” ; reaaL . the Judge, As soon as he fails to recognize lomeone, 

: \ that person beccnea the new Judge. The former Judge selects 
...,o , the next player to call on the Judge. 



: ■ . . : f. . *... 

Jo ■ ' -i rl' i: r !- 

.j s, c ^ ■' 

: s*r r : » i * ..sh :v . : . • 

P1AYBR3 : Any mtnber 

q BQUUMKWTj Coin 
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GRADES 4-6 

HANDS OP — HANDS DOW (4) 
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DIRECTIONS : 



SCORING: 



PLAYERS: 

EQUIH4ENT: 

AREA: 

DIRECTIONS: 



O 




The players are seated in two rows, and a leader is chosen 
to stand before each row or team. To determine which team 
shall start the game, the leader tries to guess in which 
hand the play director holds some object. A coin is given 
to the starting team. 

At a signal from the leader of the guessing team, the players 
pass the coin rapidly from one player to another. Each player 
makes the motion of passing in order to deceive the guessing 
team. After a short period of passing, the leader calls out 
"Hands Up" and all passing stops and hands are raised over- 
head, tightly clenched. The leader then says "Hands Down" 
and all hands are brought down on the desk, with opened palms 
down. The first player of the guessing team guesses *£\ere the 
coin is. Example: '"Mary's right hand 1 . 1 Mary raises her right 

hand and puts it in her lap if she does net have the coin. 

Each player on the guessing team has one guees, and is penalized 
one point for each wrong guess. The passing team then becomes 
the guessing team and vice versa. The coin goes to the new 
passing team, and the action continues as before. 

After the two teams have had equal turns at guessing and 
passing, the scores are totaled. The team with the smaller 
nunber of points is the winner. 



GRADES 4-6 
HOPSCOTCH (8) 

1-10 

One email, flat beanbag, button or other email object per player. 

Hard surface area; court painted, dravn, or chalked. 

There are many different hopscotch games but I shall use the 
American version. Player stands at "start 11 and tosses object 
into space, hope over his space and lands with left foot in 
space 2 and right foot in space 3* He then hops on one foot 
into space 4 and lands on two feet in space 5 and 6. He con- 
tinues hopping, landing with one foot in a single space and 
two fest in adjacent spaces. When he hops into space 10 on 
one foot he may take extra hops around on this one foot so 
that he will be in a position to start back. When he reaches 
spaces 2 and 3, he leans over, retrieves the object from space 
1, hops into space 1, and out. On his next turn, he tosses the 
objeot into space 2, avoids landing in this space until he has 
returned. On his return, he stops on one foot in space 3, re- 
trieves his object from space 2 hops into space 2, then 1, then 
out. The first player continues tossing into each space in turn. 
If he commits a foul, he loses his turn and the next child starts. 
A player re subs s his turn where he last missed. The sine foot 
must be used for all single-space hops. First child completing 
the game is the winner. 
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FLAIERS: 
EQUIPMENT : 
DIRECTIONS : 



PIAlERSt 

EQUIfMENT: 

AREAS 

■ ■' 4 • 'l ' 

DIRECTION/? i 
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Fouls : Stepping on any line, tossing object on a line or into 

wrong space, hopping more than once In a space square except 
where the risles permit, changing feet on single hops, touch- 
ing hand or other foot to court when hopping or retrieving 
object. • 




HOT POTATO (3) 



Any number 
Eraser • 

All the players but one form a circle around the room. One 
player is chosen to be "IT" and does the calling. An eraser 
is given to one player. 

, When the player xho is "IT" calls "pass the potato" the player 
with the eraser (not throwing it) starts passing it to his 
right or to his left. After a short period of passing from 
one player to another the "IT" calls, "Hot Potato 1 .’ Whoever 
is caught with the eraser becomes "IT". 



GRADES 4-6 
LONG JIMP ROPE (8) 

3 or more . 

3/8’ eaah cord, 16' -24' long 
Playgrowd or gymnasium 

f A* . - / . r* ! r. - , ; .. ; « ■* ? : 

To fc beginners, have them first stand next to the rope 
and jump over it, then swing the rope slightly from side to 
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side and have them junp it each time it touches the ground. 
Increase the arc of the swinging rope. Then have them stand 
next to the rope, awing it over-head, and have them jump over 
it as it touches the ground on the other side of them. Jump- 
ing off both feet should be taught first, with emphasis on 
jumping on toes, and landing on toes, and balls of feet with 
knees slightly bent to absorb the jar. The double jump as the 
rope touches the ground should be taught next. To help children 
get the rhythm of double jump, ealling T, AND JUMP, AND JUMPy or 
"JIMP, JUMP’ 1 helps. 



GRADES 4-6 
NEWCOMB RULES 



PLATERS: 

EQUIPMENT: 



There are 12 players on a team, arranged in three rows. The 
player on the right in the first row is the server. 

1 volleyball 



AREA: 



< 

< 

<: 

< 








DIRECTIONS: To throw the ball in such a manner that it will hit the court 

on the other side of the net, and to prevent ball thrown by 
the opposing team from landing on the ground. 

■ To start the game, the server, on whichever team has been designa- 
■ 5 ted to start the game, moves to the right rear of the court making 

the team rotate as shown in the diagram. The server then tosses 
the ball over the net, while the other team attempts to catch it 
and throw it beck, The ball is tossed back and forth over the net 
until it touches the ground. 

In order to be a legal serve, the ball must completely clear the 
net. If the ball goes into the not it is an illegal serve and 
scores a point for the other team. If it touches the top of the 
net and goes on over, the serve must be done over; however, if 
this happens after the serve, it is legal. 

If the ball goes out of bounds, either on the serve or on a play, 
a point goes to the team which did not touch it last. If the ball 
is caught out of bounds, it must be thrown to a teammate before it 
can be thrown over the net. 



SCORING: 




Players may not move with the ball, 

Bach time the ball hits the ground a point is scored for the team 
on the other side of the net, unless the ball, which has not been 
touched, hits out of bounds. 
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After each point the ball is put into play Immediately by the 
team who was Just scored against. This done by a ser/e after 
the team was rotated. 

In order to keep the players informed of the score the server 
announces the score each time a Berve is made, putting his own 
score first. 



GRADES 4-6 
PULL TAG (4) 



PLATERS: Any nunber 

EQUUNENT: None 

DIRECTIONS: PlEyers fora a large circle, facing center. One player 

is selected to be "IT" and stands on the outside. 

"IT" runs around the circle and tags a player who leaves 
his place and runs in the opposite direction. When the two 
finally meet at the vacant place, they take hands and pull 
each other away from the opening. The only advantage in 
returning to the opening first is to secure a better position 
for pulling. The unsuccessful player becomes "IT" in a new 
game. 



GRADES 4-6 
TETHER BAIL (6) 

PIATERS: 2 

EQUIFMENT: 1 tether ball (tenniB or volleyball sise) 

AREA: Playground or gymnasium 

DIRECTIONS: The object of the game is to wind the ball around the pole. 

The person on the right (0) hitting it to the right, t v s 
person on the left (X) hitting it to his or hsr left, which 
is in the opposite direction. The winner is the person who 
first winds the ball around the pole within the "WINDING AREA." 

Variations: May be played in any combination of the following: 

1. Played as singles, or as doubles. 

2. Played with bare hand or fist, or 

• paddles, either forehand or backhand. 

• 3, Played using a restraining circle three 
by five fset, a restraining line through 
center, no restraining circle or line, and 
using different length of cord. 

SCORING: In the upper grades scoring may read 5 for inside circle, 3 for 
middle circle and 1 for outside circle. 

(See diagram next page) 
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FIATERS : Any nvsnber 

EQUIHCEHT : None 

DIRECTIONS : The playing area is divided by a line into two equal parts. 

One space belongs to "Tetany Tiddler" and the other to the 
players. One player is chosen to be "Teeny Tiddler 1 . 1 

"Tcsnny Tiddler" ete.ids on his side of the line and cross it. 
All the other players are on the other side of the line, and 
venture across onto "Tocmy Tiddler's" ground, picking up gold 
and silver. "Tony Tiddler" may tag any person or player on 
hla ground, anyone tagged changes places with him. 



O 
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GRADE 5 

CAPTAIN BALL (l) 

PLAYERS: 20 (twenty) 

EQUIfKENT : Ball 

AREA: Gymnasitm or playground 

DIRECTIONS: There are ten players on a team — five basemen and five guards. 

Baeemen occupy circle in their own territory. The guards are 
at liberty to run. 

The captains of the teams toes for choice of end, or of receiv- 
ing first. The game starts by throwing the ball to the center 
guard of the team winning the toes. The rules and fouls are as 
in the current Girl’s Basketball Rules. At the beginning of the 
second half, players change aides and positions: the basemen at 

North end of court become guards at South end, so players always 
have basemen at same end. Other team receives the ball at the 
beginning of the second half. When the guard gets the ball, he 
works it down to Ids baeemen. When a baseman gets it, he throws 
it to another baseman, preferably to the center circletuan. Base- 
men should not throw back to guards, nor should guards necessarily 
try to throw to center circleman, but to any baseman for a score 
j 8 made only when a baseman, passes to a baseman, never when a 
guard paeooe to a baseman. 

SCORING: One point ie scored when a baseman catches a ball thrown by his 

ovc baseman. Two points when the captain (center circlaaan) 
catches the ball from his baseman. The ball goes to the center 
only at the beginning of each half. Game is played in ten minute 
halves, with 5 minutes between halves. 



GRADE 5 



GIANT VOUEYBAIi (l) 

PLAYERS: 12-36 Two even terns, one on each side of the net 

EQUIBENT: Bell-giant volleyball or cageball, IB" in diameter 

AREA: Playground or gymnasium— Volleyball court 

DIRECTIONS: Use regular volleyball rules, with these exceptions: 

r 1. Two baud? may te used for the serve, and 

r yv anothex player may help the ball over the net. 

2. The server stands with both feet behind the 
boundary line and in the center vAen serving, 
rr- 3 . Any nunber of hits may be used by a player in 

.. -T . ■ trying to get the giant volleyball over the net. 
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GRADE 5 

GOAL SOCCER (1) 



PLAYERS: 12.-36 

EQUIPMENT: Soccer ball or rubber ball which may be kicked. 



AREA. Soccer field or playground where stationary g /&ls 

may be used. 

DIRECTIONS: Two equal teams, players on each. team ere numbered. 

The fielding team space themselves along the 25 yard 
line. The kicking players stand behind the end line 
with the first player on the starting line. 

One kicks the ball, which is on the end line between 
the goal posts. He then attempts to run to base and 
back to the goal before the fielders on opposite team 
can successfully dribble and kick the ball through the 
goal, putting him out. 

There are three outs to a side. The player next in line 
for the kick acts as goalkeeper, when 1 is kicking 2 is 
the goalkeeper, etc. The goalkeeper has privileges of 
a regular goalkeeper. (He may use his hands to stop the 
ball or may pick up the ball to throw or kick it . ) The 
game is played in innings. The team with the most points 
at the end of an oven number of innings is the winner. 

Fouls : To touch the ball with the hands (except the goal- 

keeper.) If someone. touches the ballj the runner ie safe 
and a point is scored. 

SCORING: If the runner successfully reaches the goal before the ball 

enters the goal, a point is scored for hi3 team. 



PLAYERS: 

EQUIPMENT: 



DIRECTIONS: 



O 
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'• ORADES 5-6 
BASKETPAIL (2) 

There are 5 players on each team, a center, 2 forwards 
and 2 guards. 

Basketball, whistles, goals, pennies. 



To start the game, the tosses the ball up between 

the two centers who stand in the center circle. Each trie3 
to tap the ball to one of his ow players. If the ball goes 
out of bounds it's tossed tip again. A center player may not 
touch 

< J It l 



the ball until another player has touched it. 



'.»• v »•: 

The object of the gems IS for each team to work the ball 
down the court and make a basket in its goal. The ball 
may be throMi with ons or both hands, passed, batted, 
bounced, dribbled or rolled. A player may not stop dribbl- 
ing and then start again, nor may he take more than one stop 
with the ball. <*::• 
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SCORING: 



Whon a basket is made, a member of the team scored upon 
throws the ball in from out of bounds under that goal. 
The ball, is started at the center only at the beginning 
of each half of the game. 



Personal Fouls : Tripping, holding, charging, pushing, 
and touching an opponent. 



Penalty For A Personal Foul : If a player is fouled upon 

while shooting a basket, he gets 2 free throws, otherwise 
only 1 free throw is awarded. The player fouled upon is 
the only one who may take the fres-throw. If he makes or 
misses the basket, an opponent throws the ball in from out 
of bounds under the basket. 



Violations : Kicking the ball. 

Running with the ball. 
Causing the ball to 
go out of bounds. 



Stepping into the free- 
throw lane during a 
free-throw. Dribbling 
a second time. 



Penalty for Violation : An opponent throws the ball in from 

, }t out of bounds at the point on the 

sidelines nearest the spot where the 
violation occurred. 



2 points for a basket made in regular play* 
1 point for a basket made on a f re e-throw. 



GRADES 5-6 



BASKETBALL (2) 
GIRLS 



PLAYERS: There are 6 players on a team* 

EQUIFKENT: Basketball, 6 pennies, whistles, goals. 

^ ' r - . 

DIRECTIONS: The object of the game is for the players on ona team to 

get the ball in their own basket and to prevent the other 
team from getting the ball into their basket. 

There are 3 forwards in one half and 3 guards in the other. 
Any one of the forwards may act as Center* Players must 
remain In their ovn half of the court. Only forwards may 
shoot . , . r . « 



Q" 1 

ERIC 

hfflinaffamiaaa 



The ref ere, puts the bell into play by tossing it up between 
• • > 4 the two center playere. Bach trlee to tip it to a player on 

' /T her team. After the ball has been tipped, neither jumper may 
touch it until it has been touched by another player or hlta 

• ' •• the floor. f ° ■ • ' " ^ ' V ,r \ 

: ■. ] I V ! » '} * C-.’d v V C: * * M \ ’ ‘ < \ 

C t Ilf * Th« ball may be bounced or thrown from player to player. 

ri* s ?■ i 

V* c*i v.C;: YCK i: *‘ v.l'« s.iV. * 

, C* ; : ‘ t fr.^ J * t. . » ■ ’ ’ C 4 
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Fouls : Touching the ball while it la in possession of a 

player, pushing; tripping, blocking, charging and unsports- 
manlike behavior. . 1 

Penalty for a Foul : One free throw to bo taken by the player 

fouled if a forward, or a person chosen by the captain if a 
guard is fouled. • ' 

. Violations : Bouncing the ball more than once. Causing the 
ball to go out of bounds. Stepping over a zone line. Runn- 
ing with the ball. •• 

Penalty for a Violation : An opponent takes the ball out of 
bounds at the point nearest the place where the foul occurred. 

After each score the ball is put in play by a Jump-ball at 
the center of the court. 

If two opponents catch the ball at the same time, it is 
tossed up between them by the referee. 

After each basket, the scoring team should rotate clock- 
wise so that playere get a chance to play other positions. 

SCORING: 2 points for a field goal 

1 point for a free-throw 



GRADS 5-6 



ElIMEITART V0I1EYBALL 



FLATERS: There are 12 playere on a team arranged ae indicated in the 

diagram bolow. The player on the right in the first row is 




c 



DIRECT2DNS: The object of the game is to hit the ball over the net in 

euch a manner that the opponents cannot return it. 



?>; ! 



.. . • .. 4 - I , ' i . •»- ,! • ' '■ 

To start the game, the server moves to the right rear of the 
court. The server then hits the ball over the net with an 
underhand pass. The opponents try to return the ball, with 
i '"' ah overhand or underhand pass., A player may not hit the ball 
twice in succession. The ball may only be hit three times on 
any side before it goes over the net. 



SCORING: 



PLATERS: 

EQCIfKENT: 

AREA: 

DIRECTIONS: 



O 
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In order to be a legal serve, the ball must completely clear 
the net. If the ball goes into the net it is an illegal 
serve and the ball goes to the other team, who puts it into 
play by serving. If it touches the top of the net and goes 
on over, the serve must be done over. However, if this 
happens after the serve, it is legal. 

If the ball goes out of bounds on the serve it goes to the 
other teem. If the ball goes out of bounds during play and 
serving tesai wus the last one to touch it, a side out is 
called and the ball goes to the other team. However, if 
the team o'.'^site the server is the last one to touch the 
ball a point goes to the serving team. 

Pauls are as follows *. 

1. Letting tha ball hit on your side of the court. 

2. Hitting the ball out'of*1Wunds.~ "" 

3. Hitting the ball more than once in succession. 

4. Touching the net. 

5. Hitting the ball wore than 3 times on a side. 

6. Hitting the ball into the net, 

. ?. Letting the. ball come to rest in the hands. 

&. Assisting on the serve. 

Penalties are as follows: . 

1. A foul by the receiving side gives a point to the 
serving team. . 

2. A foul by the serving side constitutes "breaking a 
serve" and the ball goes to the other team. 

Only the serving team may score. 21 points is a game. 

The serving team rotates (indicated in the diagram on 
page 54) inaedlhteiy before each turn at service. In ; 
order to keep the players informed of the score the 
server ‘announces the score each time a serve is made, 
putting his own score first. ■< 

s GRATES Jh-6 
KICKBA1L (2) 

10 on a team — 2 teams. 

Soccer bell v , 

\ ✓ 

Center field \ . 

There are ten players on a team, a catcher, a pitcher, 
three basemen, two shortstops and three fielders. For 
fewer players, the shortstops may be eliminated. For 
more playere, additional fieldera may be added. 

Players take their placee ae indicated in the diagram 
on page 56. 







56 * 



The first player on Team B stands behind home plate and 
attempts to kick the ball (rolled to him by the pitcher) 
into the field and then run to first, second and third, 
and home bases before being tagged by fielder, hit below 
the v/aist with a thrown ball, or "thrown-out" at base. 

To be "thrown-out" a fielder with the ball in his posseos- 
ion must tag the base before the runner gets there. If 
this occurs on second or third base the runner may attempt 
to get back to the base he left if it is unoccupied. 

If four balls are pitched which fail to go over hone base, 
the ball is placid on the base and the kicker is allowed 
a free kick. 

If a. pitched ball crosses home plate and is not kicked, a 
strike is called. Three strikes constitute an out. After 
three outs the teams change places. 

The pitcher should roll the ball in such a manner that it 
will not bounce and will roll over home base. 

To be a fair kick, the ball oust land within the territory 
Trtbich is bound by an imaginary line from home through first 
base and from home through third baee. A foul ball is counted 
as a strike unless it would make a third strike, rff '.er two 
strikes a foul ball does not count and taken over. 



SCORING: .1 point for each person crossing home plate safely. 



left Field 



, X 

Second Baseman 



X 

Right Field 



’ < .v. X 

Left Short Stop 



X 

Right Short Stop 



Third Baseman X 




X First Baseman 



X Catcher j 



f 




; * ? ojf j t -M * . j* ■ ■ /; i t 

L i ;< Is : fj-J Lv t f . 



PLAYERS: 
EQUIPMENT : 
DIRECTIONS: 



SCORING: 



'j-.it :ri< 
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GRADES 5-6 
MEYER BALL 



2 teams of 10 
One basketball 

There are 10 players on each team, five are forwards and four 
are guards, which stand in the opposite half of the court. A 
captain stands in a three-foot circle at each end of the court. 
(Players must remain in their own half of the court.) 

The object of the gains is to get the ball to th^ Captain (ft* 
forward standing in the end circle.) 

The referee puts the ball into play by tossing it up between 
the two players. Each tries to tip it to a player on his/her 
team* After the ball has been tipped, neither jumper may touch 
it until it has been touched by another player. The ball may be 
thrown or bounce-passed from one player to another, the guards 
attempt to intercept the ball and get it to a forward of their 
own team. The forwards try to relay tho ball to the Captain or 
get it to another forward who might have a better opportunity. 

If two players get possession of the ball at the erne time, a 
jump ball* occurs. If tho ball goes out of bounds, it is thrown 
in by an opponent of the player who touched it last. A goal may 
not be 8 cored on a throw-in. 

Fouls : Touching the ball while it is in the possession of a 

playor. Pushing, tripping, blocking or charging. Unsports- 
manlike behavior. 

Penalty : One free-throw to be taken by the player fouled. 

Violations : Running with the ball. Bouncing the ball more 
than once. Causing the ball to go out of bounds. Stepping 
over a sons line. 

Penalty for a Violation : An opponent takes the ball out of 
bounds. at the point nearest the place where the foul occurred. 

After each score the ball is put in play by a jump-ball at the 
center of the court. Extra players will stand out-of-bounds at 
the center line and rotate in when their team scores, or ball 
goes out of bo\mds. / ? ' *.* 

If the captain receives the ball freo a forward he scores a 
point for his team. If he receives the ball in a long throw 
from one of his guards he does not score a point, but he may 
attempt to throw the ball to one of his forwards or back to 
a guard. 

(Se« diagraa on r.oxt page) 



64 



58 




GRADES 5-6 
SIMPLE SOCCER 



PIATFJiS: 

EQUIFHB9T: 

DIRECnCMS: 



2 teams of 6 



O 

ERJC 



Soccer ball, colored am bar^a cr pennies for means of 
identifying teas members. 

i.ach teem hast one goal keeper, three guards, and four 
forwards stationed on one half of the field shown ( in diagram 
on next page). 

After the throw-in from center field, by whichever team has 
been designated to start the game, players may go any place 
on the designated half of the field. All throw-ins are made 
with a two hand overhead throw, with both feet on the ground 
and together. * ,vc i 

The object of the game is to kick the soccer ball between 
the opponents goal post, not over but between . 

Players advance the ball by dribbling. They may play the 
ball with any part of their body except hands and anas. 

The only time a player may use their hands is on a throw- 
in play. 

' V , V 
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If a player touches the tell with Ms hands or arms, a 
player on the opposing teen gets a free kick from the 
center of the field. Other fouls are tripping, pushing 
with hands or arms, rough play and poor sportsmanship, 
each giving a free kick to the opposing player who was 
fouled. If the ball goes out of bounds, an opponent with 
a tw-hand overhead throw, tosses it back into the field. 

A goal cannot be made on a throw-in. The tell must be 
played by a team member first. 

The job of tha goal keeper is to keep the ball from going 
between the goal posts. 

The job of the guards is to get the ball to his forwards 
on the other half of the field. 

The job of the forwards is to get the ball between the 
opponents goal posts. 

SCORING; One point is awarded when a player gets the ball between 
the opponent's goal posts. After :>ne team has scored, the 
other team puts the ball in play again by a throw-in at the 
center of the field. 

In order to keep the players informed of the score the goal 
keepers will announce the score each time a goal is made, 
putting his own score first. 



A 

AAA 

OJU? 
A A A A 
8BB 

g 

0 
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STUNTS and 
TIKBL1NG 
EXERCISES 
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STUNTS 



r KINDERGARTEN 

DUCK WALK (13) Deep knee berdto squat position. Hands on hips or 
tucked under armpits. Walk without raising hips. 

FORWARD ROLL (13) Stand with feet well apart, knees bent. Place bands 
on the ground close to the feet. Lean over, tuck the 
' ! head under so that the chii* is on the chest. Teking 

the weight first on the hands, go over carefully until 
the back of the neck and shoulders can take the weight. 
Then roll over. 

THE OSTRICH (14) Children bend body at the waist, grasp the ankles keepiry 
knees a3 etiff ae possible, and walk forward. 



STUNTS 

■ / GRADES 1-2 

CRAB WALK (12) Sit down, take the weight on the hands and feet, and walk 
backward, forward or sideward. Do not let the body sag. 



RABBIT HOP (12) Bend the knees deeply, oxtend the arms and place the hands 
on the floor in front of the body, without moving the hands, 
< : ‘ op ring forward, bring ths feet to the hands. Extend the 

arms, place the hands on the floor in front of the body and 
bring the feet to the hands. Repeat immediately. 

CHICKEN WALK (1?) J Walk with the knees deeply bent. The arms are outside ths 
..•.j. - . ; . »■ thighs and ths hands ars clasped in front of the knsco. 

1 c r-f n.- ••••••• 









HIGH KICK 



: ;v;\ fwl CRAPS 3 • rr .* • 

x u > ; { . • !! f - ’i,’. j „ ^ r ‘ i . ; ■ ■ ' •• 

•’ Pupils stand srset and try to kick th air feet as high as 
their heads. First right and then left foot. 



MEASURING VDFM Ths weight is supported on the hands and toes, with the 
< ■ ‘ . ,’f. be,jy faoiug the floor. The student first walks his feet 

c-i'i ;-;at *,;.•? e,vq up to his hands, keeping ths hands stationary, then walks 
.>; v c-.H away from fast. Knees may not be bent. 



DUCK WALK ‘ 

"O a* cj i? a, 07 ft. ft / 



i* t- : y» 






Deep knee band, hanis oti knees, walk formrd in this 
position. Place hands behind back, palms together, 
fingers pointing backwards to make a duck tail. 

Students quack like ducks. _ 

*.v • • ■*. -ini moi iv-. ?iz . c.-u ** ■*- 



C“ 4 B WALK 2 Prom squat position reach badewarde and put both hands 

■‘i i * . f Vt s fi4t on the floor without sitting down. With head, neck 

tt t v ed* ^ bodp in a straight lins, and back toward the floor, 

run jr walk. ,; ' J ‘ 



(M v 
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CHURN THE BUTTER Beck to back, elbows locked, number 1 bends forward 

from the hips, number 2 springs from the floor, leans 
back and lifts feet from the flcor. Repeat action with 
~ ...v number 2 bonding forward# (Have students of equal size.) 

MUIfi KICK The child stoops down and places hie hands on the floor 

, ..... in front of hie feet so that his arms are the front legs 

.? of a mule. He lowers his head like a mule, and support- 

ing himself entirely with the front legs, kicks out with 
...f v'i\. the hind lege. 

FROG HAND STAND Squat down with hands flat on the floor, elbows inside 
and pressed against the knees. Lean forward slowly, 

; fi 1 ; transfering the weight of the body onto the hande and 

allows, until the feet swing clear of the floor. Keep 
he£.d well up and point toss backwards. Ar. additional 
stint may be performed by leaning forward, touching the 
head to the floor, thus forming a tripod. 

FORWARD ROLL Place the hande on the floor. Bend head forward, chin 

touching the cheet, back round, roll forward on the 
neck and back keeping the body in the shape ox barrel. 

■ [ • ... Gracp the ankles idiile coming up to position of attention, 

v - ' <, ■ , . The roll may also be done without the use of the hands. 



BACKWARD ROLL , ?■■■ Standing straight, drop to a squat position, then roll back- 
, ward in a ball, keeping *he head well forward during the 

, . ■ ' . • yoll. to avoid bunping it. Use the hands to assist in complet- 

i r; ing the roll. Stand on the finish. 

v ■ n . 1 ' * < ■ ■*> i- r , , ' i ti •' 

CART WHEEL From the position of attention on the mat, Jump to a side 

r >. r ,.<; ,, stride position (heels about one foot apart sideways) swing 

7 .... i$ft am through the eideward position to upward, right aa» 

remains at right side. Swing left aim to sideward position, 
right am to upward position, bend trunk to the leit swing- 
ing right leg sidewards and upwards. Support the body weight 
on the left am as. left foot swings from mat. Continue the 
circle sideways, feet spread and overhead; eupporting the 
a, ■, body weight on the right am; then on right leg; then on 
i n# both feet to eyect position. _ 



TAN DHt ,, j ,. iVi .One child A,, gets doxi on hands and feet. Another child B, 
t - '! ...n sits astride’ his shoulders, leans over, and places his hands 

• ( r on the groundin nopt of A. B then puts his insteps on A's 

.’V ^ ' Cio'i back ey^r the hips, ( and j\ this position they walk. 



t} K 



i5Tlv 



rxiq 
. Jy J As. o 1 
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d ■ t‘-> 



U’jv 
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ERIC 



/ariiitioni When three or more children walk in the position 
i i ,j; . as described above, the etunt is known as the 

of si Centipede f tt , lc , f 

. ' /■ v'. ■ -n '\i 1 J 

Two children perform this etunt. One child bends over and 
places bis, hand on the floor in front of him. Ths other 
grants him tar the Ir^eM and lifts his feet from the floor. 

In tjiis position tl)ejr walk forward, the bottom one on his 
hand it arid the other on hie feet. . ... 
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CHINESE GET-UP Two children sit on the floor back to back with knees 
bent and elbows hooked. Both children should be about 
the s ame size to balance each other. Both children begin 
to rise to a standing position by pushing again&t the 
lower back of the other child. They then lower themselves 
in the same way without moving their feet. 



H?MAN BALL Child sits on the floor with the knees drawn up close to 

the body. Puts his arms between and under his legs, link- 
ing the fingers together in front of his ankles, as shown 
below. Hold securely then roll, falling forward onto the 
lower leg of one side, and back to a sitting position. 
Continue rolling without stopping. Care must be taken to 
start the roll by going forward, rather than dropping to 
one side. 

ROCKJTG HORSE Child lies on the floor face do*n. The arms are stretched 
back so that the ankles can be grasped. With chin up and 
hands holding ankles tight the child rocks hack and forth. 

INCH WORK Take the weight on the feet and hands, face downward, with 

tne body parallel to the floor. In this position the elbowe, 
» back and knees are straight. Without bending the knees, walk 
up to the hands taking small steps, then walk forward on the 
hands until the body is fully extended and again parallel to 
the floor, Repeat in a continuous rhythm, walking alternate- 
ly with the feet and with the hands. 



STUNTS 



v r- - GRADES 3-6 

KNEE BBND : Stand with feet comfortably apart. Hands on hips. To a 

count of 1, 2, bend the knees until the body is in a sitting 
position and return to beginning position. Repeat* 

* vK * ■ : : - :**, 7; t! 'c;, . - ' ; 0 v f , :..\J •, , . , . 

RJU>-UP Bar parallel to ground and just hig s * enough so that the 

■ i • v*’j children 1 * feet do not touch the ground. Child jumps up, 

* i / < ;* . : > or ie helped, and grasps the bar. While keeping his body 

. tj . 4 v-i':, straight ho pulls himself up until his chin is well above 

•>! . . > i , the bar. Then he lowers hie body to the beginning position 

* ' f ' >* and repeats, 



O 

ERLC 



PUSH-UP Support th. weight on the hands and forty facing downward, 

.-.it ;r->' k^ping the body straight and alasat- parallel to the floor. 

cf w.v.' Keep arse straight and shoulder* wide apart. From this 

K I /‘..'C,: )!• position beol th. elbows until th. chin touch.* the floor. 

Body should remain straight. Without pausing straighten 
the elbows and return to the starting position and repeat, 
st.-wf • ’ .;/*> M \n CYd'i<bi^ Jl S.l' :l ' • 

sn-up ul vr ,-.f Lie on floor on back. ' Clasp hands behind the head. Legs 

ci i i h;... ii\t v straight; Using the rtomach buscIss pull up into a sitting 

*• U x > i,:- i.v. position.' Li. back and repeat. * 

ti.i : hr ’ - .-: r.ft.f r.c> r .. ’ 

« i ;>i 1 t fi . q\i t ; 1 ifei'.tvf »:i f , 



r v 



70 



WAT BACK Stand with feat slightly apart, hands on hips. To a 

- ■ .ount of 1, 2, 3, 4 bend the body forward and touch 
■-.'.68. (1) StraJghtan and place hands on hipa. (2) 

bring arms up and throw elbows backward a3 if trving 
. to touch them behind the back. (3) Return to beginning 
position. (4) Repeat. 



STUNTS 
GRADE 4 



FORWARD ROIL :'•* Described under Grade 3 



BACKWARD ROIL Described under Grads 3 
CART WHEEL • • Described under Grade 3 

HEAD STAND Draw an equilateral triangle on mat or ground. Have 

• ' ' the student place his hands on two points of the triangle 

' ■'■■j and his forehead on the third, he then walks his hips up 
'■ / as high as possible, keeping the back straight. He raises 

, . . first one leg and then the other to gain an inverted position. 

1 . ' r ; ' The back ie arched evenly, hips and knees are locked, and the 

; ' ' . toes polrting up. The weight's kept slightly off balance 

toward the hands. The student c oaves down by bending at the 
hips. (Student helpers may be used or students may work in 
pairs.) 



JIHP STICK Stand, holding stick horizontally across the front of thighs 

by grasping with hands about eighteen inches apart. Use 
overhand grasp. Jimp forward over stick without touchirg 
• ‘■■•ill i'... ot letting go. Do the Same stunt backwards over stick, 

r: j:? kv vb “• “ o'!i IrjiUi .s - i 

HAND STAND Stand .with one foot forward, arms to side. Knees of forward 

foot flexed slightly and rear foot lifted as trunk bends 
••?:} •r : ’ v.‘ ; r : forwaM and arms reach toward the mat or ground. As hands 

y • v'.y-. y.(MJ .- touch mat, tha' forward foot pushes off from the floor and 
!. vi «l*m i, lI t - berth legs are lifted. Fores of the puoh carries hips over 
< ’ ; s I a. iu thS head so that performer is in an inverted position. In 
lb Kj ;.f:i -rvi;..-' . ordSr to maintain b&lanoe, head sitould be up. Return to 
stand bw- reversing procedure. . (Nay work with partner or 
helper.) 

r-!'» *** V'' *' , l ■ ' •*' » - i; 1 > - * i cf‘> ■*.':]*:,*} v . '"■‘.’i 1 ’ 

DUE- DIP > 1 y t Stand on one i foot y grasping the other foot behind the 
u.'i'r sort ..‘•j - 1 back with the opposite hand. Try to touch bant knee to 
-v ■ t . floor and return to standing position without losing 

.'.VSMJ.viJ* ■ bilance. , : .’j.sse’; ,f/y: 

• '.v.^ -A t .>,« ,'vv.ri < u. :- J ‘ 

SIDE ROLL The pupil throws himself sideways as he falls, he lands 

..c ' i i-r-ton his fdrt and haiid at the same time; thus breaking- his 
via. o;' r.> c ■> ff fall, The hand and ■ knee are iattsdiately turned in to 

avoid injury. > The shoulder is turned under and the child 
rolls over on his back with legs extended. As he rolls 
onto his face again, he brings his knee up and ends in a 
kneeling 
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LOG HO IL Three children on hands and Liees on mat about three 

... feet apart . The middle child rolls to the right at the 
sane time the child on the right leaps over the middle 
-■ f 1 child and voHjj. The child on the left leaps over the 

rolling right person. This continues until signal to stop. 

BACK SPRING One boy takes a position on the ground on his hands and 

knees. A second boy from the side throws hie hands on 
the ground near the first boy, and turns a forward roll 
over the first boy f s back. The boy under raises his back 
c V slightly just as he feels the first boy going over him. 

. This may be need a$ training for the handspring. (Use 
helper or epotter. ) 



* V- \ 3TUNT3 

. * .0 r.iv. ; ■ ’ . j * - GRACES 5-6 

r * • i • * „ • \ , / . . . * * k : } : . 

HAND SPRING Take a abort run and a hop, bend at the hips and place 

the hands on the mat, shoulders wide apart, fingers point- 
.vi.- j.,- ing ahead, elbows slightly l*nt, at the same time kicking 
the le?8 up and over the head and pushing hard with the 
: ; i am* and arching the back. Bring the lego under, the body 

[ - .. - and allow the knees to bend to cushion the lending. Spotter 

,\ f 5 ■ •' V should bo used. ..I ‘‘V 

' ~ ' 1 if 'fi J ^ , ; | J ; ; ! f ./*..*/ -i : [ * ’ i r ' [ ’ \.t • * . r 

KNEE SPRING ' »A" lies flat with hie knees orawi up and his feet firmly 

. > planted on the floor. "B" n»e and places his hands on 

. the knees of "A" and dose a hand spring. As he goes over, 

! V t m ; = . ."A? assists by bracing the back of “8" and giving a alight 

.yiCi . ' push if nec.a.ary. 

. .■ .'■« r 4 T • ? i 'i-ti'X ’cu**'.. ' * • ■ 

HECK AND SHOULDERS The pupil lies on hia bade and then raises hio feet and 
STAND hips until they are ae nearly perpendicular over the 

shouldera as possible. The weight is balanced by the 
upper am with the hand braced against the hack. 



KIP UP The pupil lieo on the oat, then places his hands over 

his head with the palms on mat. The lege are brought 
up and back until he ie partially in a neck and shoulder 
stand, the legs are whipped forward, the back is arched 
and the hands push up simultaneously the pupil lands with 
his knees slightly bent to cushion the landing. Pupil 
nay go into forward roll or handspring if desired. 

RRAHIDS Cone In many shapes, .lie a and forms. Children should 

be allcwed to put to oreative use the individual and 
oouple stunts they have learned. They should be allowed 
and encouraged to create their on pyramids and given an 
opportunity to show then to the rest of the olass. 



HEEL CLICK 




The heel click It done bj j unping into the air from the 
side straddle position oiioking the heels together core 
than once if possible. 



r.v 
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INDIAN WPESTIfi 


Tv» players He on their backs facing opposite direct- 
ions, side by side, with adjacent arms locked. At a 
signal, the adjacent legs 2 re brought upward and inter- 
locked at the knee. The wrestle consists :Ln trying to 
force the opponent to roll over from his position. 


HAND, KNEE, 

SHOULDER 

BALANCE 


M A H lies on his back, knees bent, feet flat on floor, 
legs spread, ama reaching forward and up. n B M stands 
between f, A f s M feet, places his hands firmly on n A r s n 
thighs, just aoove the knee and leans forward so that 
"A" can grasp his shoulders as he kicks hid feet up in 
the air. "B's" legs should be straight, toes pointed, 
back arched. 


ANGEL STAND 

' , ' 1 1 


Partners stand close together, facing the same direction, 
"A" in front ,f B° in. back, with his feet spread apart, knees 
slightly bent. ,, B n places his hand B A , e lf waist. ’’A" 

grasps ,l B , e w wrist. H A M springs up and places his feet on 
"B's” thighs, with his knees bent. 7." gradually leans 
forward sp reeling his aros sideways and straightening his 
knees. "B u at the same time, lets his hards slip down from 
"A ’e M waist and grasps hie knees to support him. 


STOMACH BALANCE 

'1 • : ■ / . ; . 


"A" lies on his back with his knees bent to chest and his 
upper arms resting on the floor, elbows bent at right angles. 
"B" stands in front of "A" and place? ’AV feet flat 
against his (B*e) abdomen. He then places his bands on 
"A'o" hands and springs up ml forward as "A 11 straightens 
his knees. n B tv should strcighten his knees, point his 
toes, arch his back, hold his head up, spread his arms 
sidewards and balance in this position. To recover, M A" 
bends his knees and fr B n drops back into a standing position 
"B” then leant forward grasps "A's" hands and pulls him up 
to standing position. 

U - -f • t .Hi ru\ V. ^ h, ■ 
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HOW DO TOU DO, HI PARTNER? (12) 
GRADE 1 



How d'you do, tiy partner? 

How do you do today? 

Will you dance .In the circle? 
I will show you the way. 



Starting Fora&ticn: Partners in double circle with inside hands joined 

all facing counterclockwise. Boys form the inner 
circle, girls on the outside. 



Measures : 1-2 Boys bow to partners 



3-4 Girls curtsey to partners 

5-8 Partners shake right hando, then 
turn to face counterclockwise and 
join left hands. With both hands 
joined they wait in readiness to 
skip through Measures 1-8. 

•„ii il; J 

1-8 Skip with partner singing, "Tra, la, 
la, la, la. " On the last two measures 
the boys move forward to the next 
girls ahead to repeat the dance with 
a new partner. 
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SHOEMAKER'S DANCE 
GRADES 1-2 



Starting Formation— Double circle, partners facing, boys on 
the inside circle and the girls on the 
outside. 



Measures : 1. Wird the thread; Holding the fiets In front 

of the body, roll one fiet' around 'the other 
three times. 

2. Reverse the direction and repeat the action 
of Measure 1. 

3. Tighten the thread: Jerk the fists apart 

two times. 



4. Clap ova hands together three times. 

1-3 . Repeat the action described for Measure 
1-3. 



4. Tap the peg3: Tap th> fists together 
three times. 



5-8. Boy takes girl's left hand in his right, 
and they skip in vhe circle counts r- 
tlcclpdee. 

5-8. Repeat the above. V. 




O 

ERIC 



78 ¥ 



72 



LOOBY LOO (7) 

GRADES 1-2 

1. Shoras is sung first and players walk or skip in circle with 
hands joined. 

2. As each verse ie sung, children act with the words, Chorus is 
repeated after each verse. 

CHORJS AS SHOWN 

Verse 2: You put your left hand in, etc. 

Verse You put your right foot in, etc. 

Verse U‘< You put your left foot in, etc. 

Verse 5: You pus your head way in, etc. 

Verse 6s You put your whole self in, etc. 
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“ put .V your, righthahdln, ' - you put your right hand out., you 
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give your right hand a shake , shake , shake , and Turn your-eelf a- bout 
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CHIMES OF DUNKIRK 
GRADE 2 



Formation: A single circle, boys and girls alternating, is formed. 

Partners face each other with hands on own hips. 



Measures; 1-2 All stamp 'not too heavily) left, right, left. 

1 3 “4 All raise anna over head (so that faces can be 

seen between the arms.) All bend bodies sharply 
to the left and clap hands over head; bend to 
the right and clap, bend to the loft and clap. 
This represents the ringing of the town l s bells. 

5-7 Partners take each oth*r*s hands with arms 
extended eidewaye. Starting with the left 
foot, they run in a small circle while turn- 
ing their partners once around. . 

8 Players run forward on the last measure and 
secure a new partner. t . j . 

The dance is continued until the music ends. 
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DID YOU EVER SEE A IASSIE? (5) 
GRADE 2 



Victor Record No. 216.18; and No. A 5-5066 (Album E 87) 

1. Did you evar see a lassie, a lassie a lassie? 

2. Did you ever see a lassie do this way and that? 

3* Do this way and that way* and this way and that 

4. Did you over ees a lassie do this way and that? 

.. , ai ■ U'f. C.r- * 1 

formations Children form a single circle with hands joined, boys 
and gi::le alternating* A leader is selected to stand 
in the center. ’ l *; ' r • . . 

i JIM. 'Hi . V - * 1 ■ ”* ^ 

Description: Moving to' right or left, all sing. During the sing- 
ing of lines 1 and 2 the center player decides what 
action to sljpw the others . 

During lines 3 and 4, the circle players stop walking and skipping 
and imitate the action of the leader. Movements should be rhythmical. 
The use of large,' vigorous novemsnte wuch as bending the body forward 
and touching floor with hands. Jumping high into the air, clapping 
hands under a raised leg or running in place ehould be encouraged. 

At the end of the verse the center player selects a new leader. 

The selection of boys by girls and of girlt by boys should be 
encouraged. 
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A-HUNTIN WE WILL GO 
GRADE 2 



Line 1. Oh, a-hunting we will go, 

2. A-huntlng we will go, 

3. We'll catch a fox and put him in a box, 

4. And then we'll let him go. . 

Formation: 1. Sete of two parallel lines, not more than six 
players. Partner face each other, boys on one 
side and girle oh the other side. 

2. On first 2 lines of song, head couple joins 
crossed hands and slides down center to foot 
of 3'-e. Other couples sing and clap hands 
to W rhythm. On 3rd and 4th lines, head 
couple slldee back to position. 

3* Song is repeated. During repetition, head 
couple drops hands, and each one skips out- 
side of hie own line to foot, followed by 

' players in his ow line. When head couple 
■ meets at foot, they join hands for an arch, 
and other players skip with partner under arch. 

4. Second couple becomes new head couple when 
original head couple stays at foot of line. 
Game is continued until each couple has been 
at head of line. 
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JOLLY IS THE MILLER (ENGLISH) (12) 
GRADE 3 



Jolly is the miller, who lives by the mill. 

The wheel goes around with a right good will. 

One hand in the hopper, and the other in the sack, 
The right skips forvard and the left skips back. 



Starting Formation: Partners in a double circle, facing counter- 

clockwise. The boy is on the inside circle 
holding his partners left hand in his right. 



Measures: 1-6— <•••■ As the first three lines of the song are sung, 
all walk counterclockwise around the circle . 



’ r * ' > VK * ' 

7-8 — On the last line, each boy skips forward to 

1 : take the girl ahead for his new partner; at 
the seme time, the girl skips in place or 
,, moves slightly backward to meet the boy. 
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GOOD MORNING — KNXK I KNOCK! 

The player who is "IT" site with hie face in his hands (or blindfolded) 
and with his back to the other players. The leader motions to any other 

player who disguises his voice and says, "Good Morning, •" 

The "IT" replies, "Good Morning naming the player whom he 

thinks spoke to him. If the "IT" does not recognize the voice, the player 
may repeat his good morning until the "IT" has had three guesses. If the 
"IT" can name the speaker he may be "IT" again and another player is chosen 
to speak. If the"IT" cannot name the speaker in three guesses, the speaker 
becomes the new "IT". 

Va riation — Knock l Knock! thi3 is played like "Good Morning" except that the 
player knocks on the floor behind the guesser and when asked >*0 is there, 
replies "It is I" disguising his voice as best he can. 



ERASER PITCH 

Place a wastebasket in a convenient place from which a throwing line may be 
establiahed, fn-m ttn to fifteen feet in distance. Players take turns, each 
throwing three erasers consecutively from the throwing line to the wastebasket. 
One point is scored for each eraser that goes into the basket. The player with 
the highest score at the end of the playing time may be declared the winner, 
or a set mmber of points may be established and the first player to win that 
score wins. 



FIND THE LEADER 

Players stand in a single circle facing center. One player ie asked to leave 
the room. Whils he is out a leader is selected from among the playore in the 
circle. The loader starts any notion he chooses with hie hands, arms, head, or 
feet idiich la i mediately Initiated by the other playere. The child who left 
the room returns and as he watches the group change from one motion to mother 
follow ing the leader's change, he tries to find the leader. Players should 
make every effort not to be obvious in their observance of the leader whose 
gradual changes of motion they follow. The leader, too, should help to confuse 
the guesser by looking at any other players as if he thought they were leaders. 
The "IT'’ ie allowed three gueeses to find the leader. If unsuccessful he mue* 
be "IT" a gain until he has had three turns, after which he select another to 
take his place. This gene is most successful when played by approximately ten 
to fifteen children. 



SALESMAN 

One child, the salesman, has ten objects which he "eeLle" to ten people in the 
room. A* scon as a player buys (selects) an object he immediately puts it out 
of sight. When the salesman has sold everything, he tries to buy them back. 

If he remembers correctly what each buyer bought, he gets the object back again 
When he has collected all objects another player becomes the salesman. The 
leader records the mmber of mistakes In collecting the objects. 
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SIMON SAYS 

Players stand with fists closed, thunbs up. The leader stands In front 
and says, "Simon eeys, Thumbs up" or "Simon says thumbs down" and turns 
his thumbs up or down accordingly. Players do likewise. Should a player 
turn his thvnibs down or up when the leader says only "Thumbs up" or "Thumbs 
dowi" he is out of the gape., r. v; ... 

RESOURCES 

1. A Guide for Physical Education in the fil^ptarr School 
Second Revision, Missouri., Grades 1-6, Pub. No. 103-0, 1963 



2. Children in Action . Physical Education Instruction 0\4dc. 

Dade County Public Sch^ple, Miami, Florida 

3. Elementary . Physical Education Guide Revised . Grades 1 & 2 
Pinellas County Public Schools, 1963. v „ 

4. Froester, Jr;, Carl A. and Owen, F.A. Everyday Gamas far Childr en (N.Y.) 

5. Hagen, Dexter, Williams, Physical Education iR iilfi gj,empntftry S chool , 

Sacramento, 1951 ■ •• ! , 



6. Kraus, Richard, Recreation Leader 1 s Handbook . McGraw-Hill Book Co. Inc. 1955 

7. Latchaw, Marjorie, A Pocket Guide Games fifid Rbrttffia X2£ ifefi 

Elementary School . New Jersey: Prentice-Hall, Inc. 1965 



6 . 



Miller, Arthur 0. and Whitcomb, Virginia, Rffgjgftl IdMfifiidgn in 
the RliwmtAry School Curriculim . Prentice-Hall 






9. Physical end Health Education for B1«y»nt*rr myj p^rypdarir Schools, 
issued by the State Superintendent of Public Instruction, Raleigh, 
North Carolina 



10. Physical Education in Rlewentarv Schools . Illinois, Curriculim 
Program. Bulletin C-Eight, 1965 



11. Physical Fitness Elements I n Recreation . President's CflMflii 2Q 
Youth Fitness . October 1962 

i •• r <'•. ■ ' • 

12. Salt, Pox and Stevens, Physical Education in ifcfi Elementary 

School . , Haw York i Ronald Press Company, I960 

13. Bitther, Charles A. and Svalyn M. Reader Phraical Education and 
Health in the Ele mentar y School . The MacMillan Co. New York, 1964 

*. .i t t i V* •*’“*.> ( r r*' f.t , ■ *• * , 

14. Farina, Albert M. Turth, Sol. H. and Smith, Joseph M. 

- Growth Flay . Prentice-Hall Inc. Englewood Cliff, 

•. -r.- New Jeraey,. 1959 v. 

■jjfi'/lti. r i C : ‘ J.i'. *. t *}.!■. I r * 



•• C. Maximum Utilitetion of Time and Space ;• i 

The physical eduoation period should be a fascinating on# In movement 
for ail students. Instructors must remember to take interest in the 
children if they expect them to taka an interest in the program. »’ 
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The following are suggestions for possible maxiimm utilization of 
time during a class period. 

1. Going to and frpm Class w . /: 

a. If possible, classrocm teacher should have the children lined 
up and ready to go. 

b. Use the nearest exit to playground. 

c. Have the children go quickly but safely to their destination. 

2. Roll taking * • ■ : • y * • ' * ; L; • v ' ‘ k 

a. May be done during exercises. 

b. May be done after school by securing J , '- 1 *-■' 

an absentee sheet from the office. 

The recotaoended basic physical requirements for a Well- 
rounded physical education program include the following : 

1. An indoor facility (playroom) 

a. 2000 square feet '1 * l ‘ ? k 

. b. 1> to 18 feet high 

r.j ; ji ;;‘v- £ / J. w,; : ■]' '•?. . * \ » * •„ : . . •) 

2. An outdoor facility (hard surfaced court) 

a. 65 feet by 100 feet 4 v » <.:■=: i. 

b. 10 feet between courts 

c. ' 5 feet between court and sidelines i: 

3. Playfield — The size depends on the nunbcr of teaefcing 

• - stations needed. 360 r by 360Vis moddd for one teach- : ^ 

i:: > ing station.'* 1 ;r? ;i * ** 

4. Outdoor apparatus area. 

lj r : 7 i vi .. 7 . ; v':C r i v:': v 

5. Track and field area. C'* 5 -” . - c... • ! 

6. r Adepts storage am. 4v'V.v r ; . :* f-*i? : ;■ 

V .V * ' < , v - A. 

How the Instructor uses the area io largely up to them. 
i'.W.vu- The instructor should be sure that they ere getting the . . ; 
maximise usage out of the area for their program?* sake. y 

0. Flashing the Tally Lesson for Maidna SffeCtiTeness f t 
V ' ,;;k\ >••!>« ,oi r.;‘j : .bl' . f y‘:r-y. y * ‘ <v- Vv 

In preparing a daily lesson plan, combined efforts of the instructor 
and child should be considered* This type of plan stimulates sere 
interest ai& retulte lfi. worthy experiences 10 group dynamics. Con*’ 
sideration of apace, equipment, weather, else of olaes, and differences 
in individual skill* and techniques should be carefully regarded. 



An example of a dally lesson planln physical education is outlined below: 



1. 
> a. 
3. 
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Specific 'obJeCtitea 
Time allotment; irr- .‘ J. . 



.1 ‘ 




• * \ i 



t i\Vu'( n.iJ : 
,'* s >:st 7:r l . 
; •: 7' ij. y • 



vtr.y. 



' i 



81 



B. 



a. Frimary (30-45 minutes) 

b. Intermediate (45-50 minutes) ~ 

4. Activities 4 ' ’ ’ ' 

a. Type 

b. Tima allotment ' J ' 

c. Equipment used 

5. Procedure 

a. Introduction 

b. Claes Organization 

c. Demonstration ' • 

d. Teaching hints 

e. Participation in the activity 

f. Evaluation and follow-up . . 

6. Outcomes dueired 

a. Skills 

b. Knowledge . - 

c. Attitudes ■ v- 



How to Teach Skills in Physical Education Classes 

It is important that leamiiig of the various sk il ls in the 
elementary school be accomplished. The reasons are as follows: 

1. The practice of motor sk il l s contributes toward the dynamic 
physical fitness and organic development of the child. - 

2. The development of game skills, beginning in the first grade ' 
will promote better participation and vb deretandlng of . 
activities as the child pas see from one grade level to 

th® fW 6 i _ 

3. The "developaent of Optimum levels of skill has social and 
emotional implication* for the individual." The skills learned 
in physical education classes provide an outlet for wholesome 
physical activity in childhood as well as adult life. Physical 
activity also provides an outlet from, everyday tensions and worry. 

Children should be exposed to organised sports with rule modifications 
for the various age groups* It is necessary that tha instructor under- 
stand the principle of learning Readiness. The child makes rapid gains 
snd enjoys the activity more if he is ready to leam. 



In addition to the UtJOi 1 sport skills, such skills as Jumping, climbing 
acrobatics rod rhythmic endeavors can be. taught by special unite: etunto 
and tabling, challenge (obstacle) oourse. 



^AUnad below is a sample progrma for the teaching of the major 
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that may be taught in the primary 
i* hoV to handle and recognise the different kinds of balls. 
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b. The skill 8 of bouncing and catching a ball may bo taught 
through relays. 

o. There are various games tfdch first and second graders can 
play, such as "Call Ball" and "Square Ball” which teach the 
skills of throwing, catching, and quick response, 
d. Advanced second graders may be allowed to practice basket 
shooting. 

2. Third Grade 



There are many games which can be played by the third grader 
as lead-up games to the various major sports. It might be 
done with the following procedure in mind: 

3* Exercises , ; 

a. Have the children set up in lines or squads with line 
leaders. 

b. Have an exercise routine that is organized. 

c. Have exercise leaders. 

: 

Activities for First>Second > and Third Grades 



a. Make all games interesting to students. 

b. Stop game vixen they are enjoying it the moat. 

c. Give aa many children as possible a chance to 
b, "IT* or the leader. 

d; Do not force an activity on a child. 

e. Give the children a little time to play on their owi. 

fY. *ji; r • .V. •• • ••••••• 

5. Activities. for Fourth, Fifth, and Sixth Gradee . 



a. Have an established program. t \';. . 

b. It is good if each class has a round robin schedule, 
o. Select captains, and rot&v* them during the year. 

d. It is helpful to give each child a set of rules. 



6 . 



Cleanup 

-■ j.f.z-’ ■ i 



M 



•f.V.V 



• < • a. ! Children should know where to line up. 

b. Children should know where equipment is kept. 
’• 0. Emphasise to the child that the sooner the 
-*> ■>.ri v. above Are carried out, the more time they 
•’ i iv will have to play. ^ 



7. 

■■fit* 



Recouaended ftxysical Education Time per Grade Level 

«K, a •'.* ij-i.i. ; V. “• 11 ~ " 

a. ' First grade — — — — - —3 0 minutes ’“i" ■ ’]] , 

b. Second grade' —30 minutes ' 

c. Third grad e ---' -— — 30 minutes 

. d. FOxurth grads — — — - -— 3 5 minutes 

e. Fifth grads 35 minutes 

f. Sixth grede 45 minutes _ 



i . 




It is Important to use the space wisely and efficiently. Every . 
effort should be made to see that the area is well equipped with 
r the basic essentials the instructor feels are desirable. 
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The following are suggestions for keeping the ere a in maximum 

usable condition. 

1. Keep area free from harmful debris (rocks, sticks, etc.) 

2. Watch for depressions in the soil. 

3. Periodically inspect all apparatus for repairs. 

4. Avoid overworking any particular area. 

5. Inform the children how each facility is used. 

6. Be sure each child knows how to use facilities safely. 

a. Demonstration by the Instructor 

b. Trial and practice by the children 

c. Praise, correction by the Instructor 

The lead-up games which are useful 

a. Kick pin or Kick ball. 

b. Norewlgan ball or Long base. This may be played by kicking 
a soccer ball, throwing ^ basketball, or batting a softball. 

c. Newcoub Ball for Volley Ball. This is excellent practice for 
throwing and catching. Ne*s should be low. 

d. Various relays are ^u>ed in third grade to teach the children 
how to handle the balls. Dribbling, throwing, and catching 
all can be incorporated into relays. 

e. Dodge ball is an excellent third grade game. Children at 
this age like it, and it involves the skills of throwing, 
catching, and dodging. 

f. Though a little snail, third grades can learn some organized 
sports such as basketball through the use of various lead-up 
games that teach the skills of shooting, dribbling, passing, 
etc . 

g. Third graders can be held amoijg the different groups, and the 

children will surprise themselves with the manber of baskets 
they can make. * - « * ^ ^ j k 

To sun up tho skills Which can be taught to third graders: 



a. 


Running r< " ’■ 


d. 


Batting 


b. 


Passing and catching 


e. 


Basket shooting 


c. 


Dodging 


f. 


Dribbling 



The Physical Education director should keep in mind that the teaching 
of s kill s in the third and fourth grades mu sc be made especially interest- 
ing, as children of this age are not necessarily athletically inclined, 
and are in a transitional period of growth. 

1 ■* 1 . i : . ' * .'it 1 

3. Fourth Grade 

In this age group the skUls are best taught through participation. 
Fourth graders are suture enough to be exposed to the modified sports. 
Individual practice of skills should be presented first, keeping in 
mind the procedure of demonstration, trial and error, criticism and 
correction. The Fourth grade program is as follows: 

. ; ’ i 

a. Flag football for boys .> f . • v ' 

b. Soccer or Kick Pin. As in the third grade, the lead-up games 
can be taught first to teach and practice the skills involved. 

c. Newcomb Ball — this ie a fin game and children enjoy it because 
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they can do it well. After the skills have been practiced and 
the game introduced, a little class tournament can be held to 
5jitroduce enough competition to make it interesting. Volley bell 
can be attempted toward the end of the unit, if the director thinks 
that they can play it well enough to enjoy it. Just as academic 
subjects must not be “over the heads'* of the children, a Physical 
Education Director must be sure to gear his activities to the skill 
level of the guup. . 

d, Basketball — these skills are taught by relays, and individual 
practice. After the skills and rules have been presented, lead- 
up games, such as side-line basketball can be introduced. Fourth 
grade girls and boys should be given the game itself, with modified 
rules. The principles of fouling, sportsmanship and teamwork, are 
all taught hero in connection with the skills. Basket and foul- 
. .. shooting contests may be conducted teaching the skills of shooting. 

. e. $oftball — The main skills in softball are: 

(1) Running ■ , . 

(2) Throwing • p ‘ 

(3) Batting 

, (4) Fielding 

These skills should be practiced for at least two weeks at the beginning of 
the doftbaU eeason. For more, effective teaching, divide the class into 
mailer groups, each group practicing a different skill. They learn quickly 
by doing. X° u combine skill practice with actual game play. 



4* Fifth and SjLx^h GrfuLea . . . ; • 

The various skills have been presented in the preceding grades. However, 
sometime should be spent in their practice and perfection. This is done by: 

a. Relays involving various skills. 

b. Demonstration, trial) error, praise and criticism, and correction. 

c. The actual playing of the game. i h. ■ 



In these grades, there should be enough competition to make the students 
look forward to $ach new sport. , , jv • • 



. 4 , ■ r . • f t v ‘ j ^ * -* : rt ' ‘ * - ■ ' 

The elementary : wars are the fomati vs. years. If the principles of effective 
teaching are followed by the P.E. Teacher we can hopefully aesune that learn- 
ing for the sake of learning will be instilled in the pupils minds and that 
they will carry this on through all ths remaining years of their education. 



Techniques For Teaching Skills 1 .. ' ■< 

. ' ~ 1 1- > . .--••• ’2" 

1. Know the skill thoroughly before attempting to teach it. 

2. Make dear, concise explanations* 

3. Adopt the skill to meet individual differences. 
k. Explain ths need for the skill. 

5. Develop skills frou simple to complex. . -•> 

6. Have a "warn up period.” . »•'«> ;> r. . -.<* 

7. Demonstrate skill when, at all possible to do 00 correctly. 

8. Insist' on taking turns orderly. . ■ l . : :• t : .1 ■ . * 

9. Teach the group to respect ths whistle. 



O 
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10. Encourage good performance. 

11. Avoid excessive fatigue. 

12. Correct errors when they first appear. 

13. Provide opportunities to practice the skill. 

14. Keep safety in mind at all tines, 

15. Evaluate the skill, your techniques, and the class 
response after completing a skill. 
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RESOURCES 
FOR SECTION III 

1. Hagen, W. V., Dexter, G. , Williams, J. p., Physical Education 
ifcft Hlanentary School . Copyright 1951 
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IV. Evaluation Of The Physical Education Program 
A. Physical Fitness Tests 



Physical fitness, while not the only objective of the physical 
education program, should be 3ne of major concern and importance. 

It is difficult for us as teachers to demand that our youth become 
physically fit; however, we can motivate them into wanting to do 
things that will improve personal appearance and body functions. 

To put it simply, our job is to try to make then want to do what 
wo feel is best for them. 

There can to little objection to the development and widespread 
use of physical fitness tests; but on our eagerness to develop 
and use new tests, we must keep them in the proper perspective. 
Testing is only one of the many devices the physical educator 
may use to measure the effectiveness of his program. Physical 
fitness tests used in the proper manner may be an invaluable 
aid to the teacher in helping the student to assume responsibility 
for his physical wrth. 



B. Skill Tests 

The fundamental skills of movement are basic to all games and 
activities in which the child will participate in the physical 
education program. If the child masters these fundamental skills, 
he will be able to undertake and enjoy the more complicated skills, 
in later activities, 
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The following list of skills are basic and should be emphasized 
beginning with kindergarten. Only the degree of performance 
pioficiency will vary with age and development of the individual. 
The basic skills are walking, running, skipping, hopping, sliding, 
galloping and J imping, leaping, throwing, catching, bouncing a ball 
kicking or batting a ball. 

Listed below according to grade level are skills that should be 
developed and means of testing ths development of these skills. 

1. Grade 1 

a. lies of balance beam 

(1) Walk from one end to the other of a balance bean 
without falling off. 

(2) Walk to the end of the balance beam, turn around 
and walk back without stepping off. 

(3) Walk to the middle of the beam, turn around and 
walk back. 

b. Bouncing a ball . , . 

’1) Bounce a ball a given number of times. 

1.2) Bounce a ball with either hand or alternate hends. 

1.3) Bounce a ball to a partner. Vary distance. 

1 . 4 ) Bounce a ball and control it within a certain area. 
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